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` Sergeant Cortez is humanity’s 
final hope against the 
TimeSplitters. 


\ Sergeant Cortez is ona 

] mission back in time to save 
all of humanity...if time 
doesn’t end up killing him first. Sent to undo the TimeSplitter 
threat before the threat manifests in the present time, Cortez 
journeys into six different time periods to track down Jacob Crow, 
a crazed genius who has carried on his perverted science experi- 
ments through two centuries and created the TimeSplitter 
creatures. In a race against time, it’s up to Cortez to stop Crow, 
or all humanity suffers the consequences. 


You play in the future and in the past as you chase after the elusive 
Jacob Crow and his time crystals. 


The 13 single-player missions aren’t all that’s intense and addic- 
tive about this game: you also have 15 maps that you can play 
either in Arcade or Multiplayer mode. From the alien landscape of 
Mars Prison, with its stockpile of futuristic weapons, to the old- 
fashioned streets of Venice with its twentieth-century weaponry, 
the multiplayer arenas present more than a dozen different 
play modes. 


Power-ups are right around | 
the corner in most multiplayer 
settings. 


You may be used to 
standard Deathmatch or 
Team Deathmatch games, 
but wait till you play a game 
of “Vampire,” where you 

2 : o kill others to extend your 
lifespan, or “Virus,” where you're set on fire each time you get 
tagged and stay on fire until there’s only one survivor. You'll never 
enjoy chaos so much! 
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| At the game’s start, you jump 

_ into a time machine that sets 

_ off the frenzied battle through 
the centuries. 


J] Try your hand against the 
zombie monkeys in the 
“Behead the Undead” 
challenge. 


If you don’t feel like 
playing with a group of 
enemies or jumping into 


_ Cortez’s boots ng some nic. player action, you can attempt the 
` game’s 20-odd challenges. Ranging from an attack of animated 

- meat in a kitchen to a time-driven competition to shoot as many 
_ bottles as you can in a discotheque, the bizarre and entertaining 
_ challenges will keep you up till the wee hours of the morning 
as you try to beat the reigning high score. 


You get to play with dozens of weapons, which, of course, you ri 


| need against enemies like the time assassins. 


And, of course, the single-player missions are nonstop action that 


| keeps you on the edge of your seat as you grab a shotgun to 


explode a zombie in 1994’s haunted-house-style research lab or 
mow through villains on a speeding train in 1969. 
So what are you waiting for? It’s time to go kick some butt! 
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Combat 


Whether you wield a rifle or a pistol, the enemy keeps coming at you. 


i 


Aim and pull the trigger. That’s all that it takes to rip through futur- | 
istic bad guys and horrific zombies, right? Not if you want to avoid 
seeing Cortez splattered on the floor. 


There’s a whole lot of strategic movement and tactical battle 
actions that you must use whether you’re blasting through single- 
player or multiplayer scenarios. This chapter gives you the survival 
basics so you don’t trip over your own feet or pull out a plasma 
grenade when you need a dart. 


Your weapons must be good against all sorts of creatures—even 
the undead. 


Scout First 


and becoming , 


Patience means the difference between a healthy body 
a zombie snack. 


You may have more firepower than a squad of modern-day 
commandos, but that doesn’t mean you can blindly charge into an 
area and expect your trigger finger to work you out of a jam. 
Patience serves you more often than suicidal bravery. Rather than 
throw yourself at the mercy of an unknown enemy group, exercise 
caution and analyze the situation so you can come up with the 
best battle plan. 


_ Identify enemy positions so you can remove them that much quicker. 


_ targets. If you can scout multiple 
` areas before a shot is fired, so much 


| recon adjacent areas without 

| raising a full-scale alarm. Always 
gun down the nearby hostiles, 

| but don’t go on a shooting spree 
__unless you have to clear the place 
for your safety. 


_ TIP 
Think Uplink 


` Rely on your uplink map to guide you through unkno 


The most important thing to do in an area is figure out all your 


enemy positions (or potential traps). It’s much easier to fight the 
| enemy when you know where they are and don’t have to worry 
about a laser blast hitting you from around a 


corner. Sneak into the area and scan for 


Take things — 
slowly. You race 
against the clock in ver 
few areas. Unless you must ` 
- perform a designated task, | 
_ such as play sniper and save | 
Harry Tipper from would-be), 
= assassins, you want to / 
. identify all your enemy/_ 

. positions first. 


the better. Even if you get into a 
firefight, you may still be able to 


Even without a weapon, you aren't helpless. The uplink on your 
wrist provides you with two abilities: a handy mapping hologram of 


` your surrounding area and an invisible beam that can telekinetically 

` manipulate objects at a distance. The telekinetic feature will get 

_ you out of many situations, such as pulling a lever to drop a 
drawbridge or flicking a switch to escape a deadly trap. 


Joint 


wn territory. 


_ Besides the guns and grenades, you have a handy mapping tool on 
- your wrist—your uplink. While scouting, click on your holographic 
` map to see whether a door or corner leads to a new area or 

_ whether it dead ends. The in-game map is especially useful when 

l you can’t find your next objective and need to figure out an area 

` that you may have accidentally walked past. You can also click on 

_ the uplink map to find your companion for that mission at 
any time—they appear on the map as flashing red dots. 


tS 
me . 


Don't get caught in a firefight with your uplink out instead of your 
primary weapon. 


One important safety tip: don’t forget when you have your map 
on. Your wrist unit does no damage at all. Flip to a weapon when 
an enemy comes into sight. 


Call up weapon choices at the touch of a button. 


Sometimes you feel like a walking armory, and that’s a very good 
thing indeed. With a choice of dozens of weapons, depending on 
the mission, you have many options to combat the nasties that 

crop up. But which weapon do you choose? 


The machine gun works well against multiple enemies at once. 


Of course, it depends on the particular area and enemy. In 
general, stay with the weapon that inflicts the most harm to the 
majority of monsters on that level. For example, if you’re hunting 
zombies, a machine gun won't be as effective as a shotgun. One 
shotgun blast to the head permanently vanquishes the undead, 
whereas they can take a hundred machine-gun bullets in the chest 
and keep shambling along. Stick with the shotgun to kill the 
zombies, then switch to a secondary weapon, like the flamethrower, 
to kill other creatures and save on valuable shotgun shells. 


a” 
dias 


| Study your enemies and learn to exploit their weaknesses before they 
+ destroy you. 


| For a “blitz” attack, charge your opponent and unload with every- 
thing you've got. 


= 
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Learn each monster’s weakness. You don’t want to waste valuable 


. ammo, and possibly valuable health, fighting a creature with a 
` weapon that takes a dozen hits to kill, when you can slay the same 


enemy in a single hit with a better selection. For example, going up 
against a shielded robot, you can blast through the shield with 
about 50 plugs from your plasma autorifle, or you can send it to 
the scrap yard with a single rod from the harpoon gun. It’s your 


| choice, but knowing your enemy saves you time and energy in the 


long run. 


Point-Blank Blitz 


i | has 


Use the element of surprise to get the jump on your foes. 


| You might be the next Jesse James and line up shots faster than a 
| computerized targeting system. For the rest of us human types, it 


takes a second or two to sight on that nearby enemy, and it’s during 


that time that you are the most vulnerable to counterattacks. 
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To avoid return fire, get the jump on your opponent. Read the 
situation, and if you’re close enough—and especially if you have 


_ the element of surprise on your side—go for a “blitz” on the target. 


To blitz an enemy, simply charge straight for the enemy’s blind side 


and unload three or four shots (or more on really tough targets) 
` toward the head. If it’s a very difficult shot, aim for the chest so 
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slay the target before it knows what’s happening. You don’t want 
to leave the target alive for a big return attack at such close range. 


Ready the Reload 


Reload your weapon after each fight, or you could be shooting 
blanks in the middle of a crucial battle. 


There’s nothing more frustrating than running out of ammo in the 
middle of the fight. Even in the best case, you'll have a spare clip 
to reload, but odds are you'll take combat damage anyway. In the 
worst case, you'll end up dead when you have no more bullets in 
your arsenal. 


Watch your ammo counter on each clip. You may want to switch 
clips in mid-battle when there’s a break in the action. 


Reload after each fight. You want to go into each new encounter 
with a full set of shots, just in case you meet more enemies than 
you anticipated or they end up being harder to kill than you 
originally thought. Avoid embarrassing, and possibly deadly, 
firefights by not packing full heat all the time. 


Only break out the heavy artillery against tougher targets. 


Conserve your more powerful ammo whenever you can. Unless 
it’s a particularly difficult defensive area, it’s overkill to destroy a 
regular human target with a plasma grenade when a bullet or two 

- will do. Especially with ammo that destroys certain targets (like the 
flamethrower against flying ghosts), you must hold that ammo in 
reserve in case those special creatures arrive. Otherwise, you’ll be 
stuck with an enemy that you can’t kill, and your mission will be over. 


‘Dodge and Dance 


| for the enemy, you can expect more than a headache. 


| Strafing around corners sets you up for the perfect firing position. 


_ Firing while you strafe around objects can hit opponents you didn’t 
` -even know were there. 


_ Dodge back and forth as you snipe the enemy from afar. 


_ What’s easier to hit: a statue or a wild antelope? Well, unless the 
_ antelope is sleeping, it’s infinitely tougher to strike a moving target 


than a stationary one. Same theory applies here. If you stand still 
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_ Against a singular opponent, “dance” with your opponent by 

| dodging back and forth as you return fire. Your opponent fires at 
© where you last stood; meanwhile, you’ve moved and fired back at 
| your opponent’s present position. If you’re more agile than your 

` opponent—and with practice you will be—you always land more 
| hits than your opponent and whittle your victim down to nothing 
| inno time. 


To avoid unnecessary damage, learn how to strafe, or run in one 


| direction while pointing your weapon in a separate direction. It’s 
` extremely useful to strafe around dangerous corners, so that you 


aim in the direction of a potential threat, rather than get hit by an 


` enemy attack on your exposed side. Against multiple targets in an 
| area, you might want to circle strafe, or run in a big circle around 
_ the enemies as you unload with relentless gunfire. By keeping on 
_ the move, you present a more difficult target and open up oppor- 


tunities to fire on the scrambling enemies. 
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Barrels, crates, corners—use whatever obstacles possible to give 
yourself some defense. When the enemy fires at you, it’s better to 
have an obstruction take a bullet than your spleen. 


the enem\ ction ano ouver behind the n 
1e@ enemy position and maneuver behind the r 


cover spot. 


When you enter an area, scan for enemy positions and then pick 
out cover spots between yourself and the targets. A stack of crates 
is obviously better than a barrel, since it offers full-body protection, 
but take whatever you can get. When you're behind cover, duck 
back and forth, alternately firing at your adversary and sliding 
behind the protection. If you need to cross a large area, bounce 
from cover spot to cover spot in rapid succession as you fire at 
your targets. 


out of their nt ais an 


To avoid mult 


a more defe 


It’s rarely in your best interest to fight on the enemy’s well-defended 
home turf. In situations where you have room to maneuver, it’s | 
advantageous to draw the enemy to you. | 


+ 


r opponent with the butt 


1 out of ammo, hammer your 


end of your gun. 
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Abedi retreat ton arrid me | Should you run out of all weapon ammo, you can use any of your 

comin, eee EES E A POTEA | weapons as a bludgeoning device by striking with it. Granted, 
shooting at range is much preferred, but cracking an opponent 
with something like the vintage rifle can still drop them with one 
__ or two well-timed blows. 


Instead of attacking in the room, plunge in and then immediately 
retreat back to the corridor or clear room that you came from. | 
You'll activate the nearby enemies, and some of them will advance 
from their defensive positions to chase after you. Play it smart and 
you'll gun them down as they leave their cover spots or try to pile 
in through a doorway or small corridor. 


When all else fails, retreat to a safe area. It’s always possible that 
you've missed a hidden weapon somewhere, or an extra set of 
ammo might respawn at a previous location. Armed with some 
new ammo, you might obliterate a troublesome foe that had 
previously given you a fit. 
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Weapons & Equipment 


How far do you think you'll get with your bare hands? It’s possible 


i oe 


to slug someone with your fist, but when fighting killer robots and Electrotool ££. 
giant monsters, fists take a backseat to high-powered plasma | AS V4 a. 
autorifles and shotguns, as well as items like the time-disruptor | r 
grenades and timed mines. Let’s open up the armory to see your 
equipment. | 
Weapons 
Each time period has its own select group of weapons, and it takes 
some, well, time to get used to the strengths and limitations of 
each one. Against a robot, should you grab a baseball bat or an | 
electrotool? What does a flamethrower burn? Flip through the | Year Available: 2243 
following pages for your key stats and strategies. PAmmio-<Clip /Total): ented chance 
| Damage Capability: Low 
Baseball Bat | Most Valuable Against: Robots 
a ——— -= a Description: It’s not a finishing weapon, but it’s an effective tool 
| _ nevertheless. The electrotool shoots a burst of electricity that 
ma ` paralyzes a robot—or a group if you wave the electricity back and 
_ forth across the targets. 
Flamethrower 
Year Available: 1994 
Ammo (Clip/Total): — 
Damage Capability: Low 
Most Valuable Against: Zombies 
Description: This is a desperation weapon against the zombies in _ 
1994. You're better off with the revolver or shotgun, but it’s possible — : : 
to swing high on zombies and decapitate them. ; | Year Available: 1994 
s = Ammo (Clip/Total): Limited charge 
Disp ersion Gun | Damage Capability: Medium 
T _ Most Valuable Against: Ghosts 
; _ Description: Besides setting zombies on fire, the flamethrower 
| can burn ghosts out of the air. It has a limited fuel supply, so go 
| easy on the trigger. 
Year Available: 2052 
Ammo (Clip/Total): 32/32 
Damage Capability: High 
Most Valuable Against: Humans 
Description: Hold the Fire button down to build up a charge on i 
the dispersion gun, and then let it rip at your target. It’s longer | ; d 
range shotgun-like blast can destroy a lightly armored target with a i 5 
single strike. l 9 
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Year Available: 1924 
Ammo (Clip/Total): 8/8 

Damage Capability: High 

Most Valuable Against: Humans 

Description: A single shot can set a human target on fire, but its 
reload takes forever. If you have good aim and you’re one-on-one 
against a single opponent, the flare gun is all-powerful. In multi- 
player, you can dual wield two flare guns at the same time. 


Ghost Gun 


Year Available: 1994 
Ammo (Clip/Total): Limited charge 

Damage Capability: Medium 

Most Valuable Against: Ghosts 

Description: This contraption tracks and destroys ghosts. Hold the 
ghost in the ghost gun field for a couple of seconds and it winks 
out of existence. 


Harpoon Gun 


Years Available: 1924, 1994 
Ammo (Clip/Total): 8/8 
Damage Capability: High 
Most Valuable Against: Humans, robots 

Description: This is one of the most brutally effective weapons in 
the game. A single harpoon will spear a human dead or 


| 


or laser beam. 
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Year Available: 1969 
Ammo (Clip/Total): 6/6 

Damage Capability: High 

Most Valuable Against: Vehicles 

Description: Mainly a specialized weapon used to destroy attack 
helicopters. You don’t see it much in single-player mode, but on 
the Mexican Mission map in Arcade mode, you can use it to track 
and destroy moving, warm-blooded opponents. 


Injector 


Year Available: 2052 


| Ammo (Clip/Total): 4/4 


| Year Available: 1924 


Damage Capability: High 

Most Valuable Against: Mutants 

Description: Another specialized weapon that works wonders 
against mutants. Shoot a mutant with one of the injector’s ranged 
darts and watch it explode into a spray of blood and goo. 


Kruger 9mm 


_ Ammo (Clip/Total): 8/60 


penetrate certain robots’ defenses better than even a rocket 


_ Damage Capability: Low 
` Most Valuable Against: Humans 
_ Description: Your standard pistol for the 1924 missions. However, 


it can upgrade to double capacity, and when you're wielding a 
Kruger in each hand, you do significantly more damage and don’t 
have to worry about reloading as much. 
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K-SMIG Mag-charger 


Year Available: 1924 ` Year Available: 2052 


Ammo (Clip/Total): 32/116 | Ammo (Clip/Total): 12/37 

Damage Capability: Medium _ Damage Capability: Medium 

Most Valuable Against: Humans | Most Valuable Against: Robots, security devices 
Description: Your oldest machine-gun-type weapon functions _ Description: It’s your stealth weapon of choice in 2052. The 


brilliantly under most circumstances. It can be upgraded to dual-wield mag-charger knocks out laser trip wires, cameras, autoguns, and 
status, and you can attach rockets to it to fire off ranged explosions. _ pesky security robots. It doesn’t fire quickly, though. 


| Minigun 


Year Available: 2052 | Year Available: 2243 


Ammo (Clip/Total): 18/60 | Ammo (Clip/Total): 400/400 

Damage Capability: Low | Damage Capability: High 

Most Valuable Against: Humans | Most Valuable Against: Robots 

Description: Your standard pistol for the “near future” time period Description: A great weapon against all adversaries, the minigun 
works about as well as you can expect for a starting weapon. It especially shines against robots. Cut through a battle droid’s shield 


may take a few shots, but you can destroy any human target with it. _ in seconds or spray an entire crowd with rapid-fire bullets—the 


4 | minigun does it all. 
Machine Gun ee 
LE | Pistol 


Year Available: 1969 | : = 
Ammo (Clip/Total): 32/192 | Year Available: 1969 


Damage Capability: Medium ` Ammo (Clip/Total): 8/60 

Most Valuable Against: Humans | Damage Capability: Low 

Description: Use a weapon like the machine gun against large | Most Valuable Against: Humans 

crowds where you can spread autofire on multiple targets in a _ Description: Until you upgrade your weapon, you must make do 2 
short amount of time. However, don’t burn through the ammo and | with this pistol. It does come equipped with a silencer for o a 
leave yourself with only a backup pistol for the majority of a mission. — the times you need stealth over superior firepower. | ll 


Years Available: 2243, 2401 
Ammo (Clip/Total): 400/400 
Damage Capability: High 


Most Valuable Against: TimeSplitters 

Description: Your most reliable futuristic weapon, the plasma 
autorifle burns through enemies (and through ammo) in seconds. 
You can control ammo consumption, though. Hold the trigger 
down for full auto or ease off for controlled bursts. 


Revolver 


Year Available: 1994 

Ammo (Clip/Total): 6/36 
Damage Capability: Medium 
Most Valuable Against: Zombies 
Description: It carries more bang 
than your standard pistols, and in 
1994, you want to abuse the thing 


until you can upgrade to the shotgun. 


| SBP500 


| Year Available: 2052 
| Ammo (Clip/Total): 64/256 
| Damage Capability: High 


| Humans 

_ Description: A good utility 

* weapon that will get you 

- through the day. Its autofire 
lets it deal heavy damage to 

` targets without armor; with 
practice, its many shots can 

_ handle even a highly armed é 
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Year Available: 2243 
Ammo (Clip/Total): 6/6 


+ Damage Capability: High 


Most Valuable Against: Humans 
Description: A huge, damaging weapon that can destroy most 


_ targets with one or two explosive shots. You don’t want to be 


anywhere near the explosion—the blast radius can easily kill you— 
so fire the rocket launcher only at medium or long range. 


Most Valuable Against: 


enemy group. 
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SciFi Handgun 
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Scifi Handgun 
R Fire 
Melee attack 
Reload = 
@ Toggle between . 
— normal and ricochet _ 
laser fire = 


Years Available: 2243, 2401 
Ammo (Clip/Total): 16/128 

Damage Capability: Low 

Most Valuable Against: Humans 

Description: The “far future” standard pistol can be adjusted to 


fire ricochet shots that rebound off rocks and corridor walls, as well — 


as fire normal laser blasts. Grab a second handgun and you can 
dual wield for double the pleasure. 


SciFi Sniper Rifle 


Years Available: 2243, 2401 

Ammo (Clip/Total): 8/32 

Damage Capability: Medium 

Most Valuable Against: TimeSplitters 

Description: Its zoom allows you to see far targets clearly, and a 
single head shot kills a human target (though it might take more 
for a robot or TimeSplitter). Its secondary function provides a 
glowing red shield around the gun area’s front. 


Shotgun 


1994 


Year Available: 
Ammo (Clip/Total): 2/16 

Damage Capability: High 

Most Valuable Against: Zombies 

Description: It’s great for exploding zombie head shots or brush- 
ing back an enemy that’s encroached on your personal space. It 
even has surprisingly good range for a close-combat weapon. 


‘Sniper Rifle 


Year Available: 1969 

Ammo (Clip/Total): 5/8 

Damage Capability: Medium 

Most Valuable Against: Humans 

Description: Like the vintage rifle and the SciFi sniper rifle, the 
regular sniper rifle can zoom on long-range foes and take them out 
permanently. It’s best when you have time to line up a perfect 
head shot. Don’t rely on this slow-action gun in close combat. 


Soviet Rifle 


Year Available: 1969 


| Ammo (Clip/Total): 30/60 
| Damage Capability: High 
| Most Valuable Against: Humans 


Description: It’s a machine gun with a lot of punch. The soviet 
rifle penetrates targets easily, and yet fires quickly enough to make 
it effective against crowds. A solid, all-around weapon in most 
situations. 
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Year Available: 1969 
Ammo (Clip/Total): 8/32 

Damage Capability: High 

Most Valuable Against: Humans 

Description: The upgraded version of the shotgun deals more 
damage, thus making it a better killing tool. Its wider reticle also 
helps establish a head shot under the high pressure and constant 
movement in combat. 


Uplink 

Years Available: All 

Ammo (Clip/Total): — 

Damage Capability: None 

Most Valuable Against: Traps 

Description: Your holographic map also serves as a telekinetic 
tool to manipulate certain items in the game. It's great for pulling 
levers at long range or heaving explosives at enemy targets. 


Vintage Rifl 


\ 
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Year Available: 1924 

Ammo (Clip/ Total): 8/16 
Damage Capability: Medium 
Most Valuable Against: Humans 
Description: The sniper rifle for 
1924, the vintage rifle helps with 
those annoying guards who shoot at 
you from half a mile away. Reach out 
and touch them without breaking 
a sweat. 
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Equipment 
Most items show up in each time period or find their way onto 


almost every Arcade/multiplayer map. Your weapon is your main 
lifesaver, but these can help you out in a pinch too. 


Armor 
Donning a piece of armor is like having a sudden 


hits without worrying about any blood loss. 


x Hand Grenade 


| The old-school explosive projectile deals heavy damage 
. ina radius of about 10 feet. Catch multiple targets in 

| the blast and they’ll be down for the count...at least 
shaken up enough to be easy pickings. 


Invisibility Sphere 

This appears only in Arcade/multiplayer mode. Snatch 

this goodie up and you turn invisible for about 30 

| seconds. It sets up great kill shots; however, players 
can still see a faint, shimmering outline, so continue to 
stay on the move! 


| Med Kit 


=H The most important of all items, the med kit refills 

® your health bar to full. Whether its story or Arcade 
"| mode, plan your tactics around gaining that next bit 
of extra life. 


3 Plasma Grenade 

The futuristic version of the hand grenade. It deals 
similar damage and has a better feature—the plasma 
grenade sticks to whatever you throw it on, including 
moving players! 


Speed Boost 

Want to run around at super speed? The glowing-blue 
Mercury helmet grants you the ability to outrace and 
outgun everyone. It’s only available in Arcade/multi- 
player mode. 


| Time-Disruptor Grenade 

+ One of your best support tools, the time-disruptor 
grenade’s explosive capability is its secondary ability. You 
= primarily use its effect to slow down time so you can 
better position yourself to deal and avoid heavy damage. 


1 Timed Mine 

: This appears only in Arcade/multiplayer mode. Drop 
or throw a timed mine and it sticks to any surface. It 
explodes within five seconds, dealing significant damage 
to everything in the blast radius. 


TNT 


~- You can plant TNT on select targets (like doors and 

# enemy tanks) and have some fun. The TNT’s large 

= explosion blasts open locked doors and obliterates 
anything close to the strapped package of explosives. 
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Rough Landing 


Ricochet 
bullets are a 

useful tool when up 
against large groups of 
enemies, but be careful 

that your own shots 
don’t rebound back 
at you! 


Follow the two marines through 
the ravine until you reach a gully 
with a downed aircraft to your right. 
Your first opponents, a group -of 
| Time Assassins, wait for you here. 

_ The Time Assassins are generally easy 
targets—compared to monsters like the 
_ TimeSplitters or, in later missions, zom- 
bies—but they can use all sorts of weapons. 
Obviously, the Time Assassins with pistols 
won't pose as much trouble as ones 
armed with assault rifles. Always fire at 
You begin at the end. When we first see Sergeant Cortez, he’s the heavily armed enemies first. 
returning from his time travels, and he has successfully nabbed the | 

time crystals—which is the mission you accept in the near future. | Ti Pp 
Confusing? Yep, but that’s what time loops are all about. 


Oo, 


You play Sergeant Cortez as he returns to home base after a crazy, 
time-jumping journey. 


y Set the SciFi 
’ handgun to ricochet 
fire for some fancy | 
bounce shots off rock | 
formations. 


The TimeSplitters siege the 
rebel base. 


On his descent, Cortez’s ship 
gets hit, and he’s forced to 
make an emergency landing. He 
survives, and that’s where you 
take over. You play Sergeant 
Cortez as fellow marines assist 
him through the rough terrain (and even rougher enemies) back to 
home base. 


Gun down the first set of Time Assassins sent through time to 
thwart you. 


Three Time Assassins greet you on the ledge before the gully. 
The first one hides behind the chunk of debris to the left. The 
_ second two emerge from the wreckage to the right. Weave 
` back and forth as you zap each one with your meager SciFi 
| handgun blasts. 


Your ship gets hit and crash-lands on the planet. 


A marine hands you the SciFi handgun when you exit the ship 
wreckage. The handgun is your weakest weapon, but it’s best to 
start slow anyway. One nifty trick with the handgun is its ricochet 
fire. Your shots rebound off rocks and around corners. You can 
increase the chance of stray shots striking targets, especially if the 
enemy travels in a large group. 


| Remove the Time -Assassins near the debris so you can reach the 
lower ledge. 


Climb down through the wreckage to reach the lower ledge. 
_ Congratulations, you’ve reached the first checkpoint! Now if you 
_ die, you won’t have to restart the whole mission. You can simply 
reboot at the last checkpoint. 


Fellow marines rescue you from the wreckage and give you your first T 
weapon—the SciFi handgun. | | 17 
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Shoot through the next group of Time Assassins on the lower ledge. 


As you descend the hill, an enemy ship spirals out of control and 
crashes into the bridge ahead. Five more Time Assassins stake out 
the grounds below the now-destroyed bridge. Spray the area with 


Five more Time Assassins secure the lower ledge. Use the debris 
as cover while you jump out and fire at the five enemies. If you’re 
low on life, let the other two marines charge in front of you and 


take some of the heat. For additional firepower, retreat to the | autofire, taking out the two enemies with the plasma autorifles 
ledge’s rear and pick up a second SciFi handgun. With one in each _ first. If you need more damage potential, grab the plasma grenades 


hand, you can trigger off twice as many shots. | along the cliff wall before you sprint into the fight under the bridge. 


-Sniper Nest 


Sniper Bitte Ver 
# Zoommode Sy 
© Zoom infout 


The SciFi sniper rifle lets you 
get up close and personal 
with the enemy. 


The mission’s toughest fight occurs next. You must battle six Time 
Assassins with just your SciFi handgun. 


p-> | Around the bend past the 
AS Ss destroyed bridge is the next 
= S checkpoint. A marine hands 
_ you the new SciFi sniper rifle after another marine gets burned to 
| acrisp by two plasma-autorifle-toting Time Assassins up in the 
| fortress windows ahead. The two Time Assassins are heavily pro- 


Your work is cut out for you in this area. There’s not much cover | Onl kesh inde th ih i wh ye 
against the six enemies, and you have only your handguns to battle | tected. Only a precise shot can hit them, which is why you've been 


through the horde. Use similar tactics as your previous battles. | given the sniper rifle. 
Dodge and weave as you return fire, and rely on the other marines | 

as human shields if you’re really low on life. A med kit sits on the 

ground next to the third rebel marine and can quickly heal you. 


Follow the marines down to a third comrade pinned behind a 
small rock pile. Six more Time Assassins make life miserable here. 


` Zoom on the explosive crates behind the Time Assassin snipers to 
| take them out with one shot. 


¥ 


Grab the plasma autorifle to make things a whole lot easier. 


__ Slide out from the cliff wall and sight on the fortress window up 

_ in the rocks. Use your zoom feature to gain the best view possible. 
_ Notice the crates behind the Time Assassins. A successful hit 

| blows those babies sky-high, along with your two flesh-and-blood 

_ antagonists. 


As a reward for the encounter, snatch the plasma autorifle off 
one of the downed Time Assassins. Now you have some serious 
firepower—400 rapid-fire shots that can toast a target with a 
squeeze of the trigger. 


ili 


2401: Time To Split 


primagames cpm 


| Pick up the another SciFi handgun 
so you can dual-wield both guns. 


If you haven’t already grabbed 
yourself another SciFi handgun, 
there’s one lying out on the 
path. In case 
you 


run out of ammo with your plasma 
autorifle, it’s best to have both 
handguns as backup. 


TIP 
Splitting the Splitters 


If you pick up 
the other SciFi 
handgun from the 

_ ravine in front of the 
| sniper nest, you can 
\wield both guns, one 
in each hand. 


The TimeSplitters turn invisible and fire electrical energy blasts. They 
won't be easy prey. 


At the bend past the sniper nest, two TimeSplitters scramble down 
the cliff to your right and attack. Don’t let them get the jump on you 
while they’re invisible. Either unload a steady barrage of autofire 
on them when they are visible, or watch where their electrical 
attack comes from and scan the area until 
your weapon’s target turns red. When 
your targeting reticle turns red, you 
have the creature dead in your sights. 


TIP 


You can target 
an invisible 3 

TimeSplitter. Watch — 

for your gun’s reticle to 

_ turn red as you pan 

. over the “unseen” 

À creature, then / 
\ fire away. Á 


When you 

~ | have a lock, 
s blast the TimeSplitter 

before it dodges. 


rae 


Run past the two dead TimeSplitters and help the marines out of 
the next jam. A major TimeSplitter offensive overruns the canyon 
in a few seconds. Run to the gun emplacement and use its heavy 
firepower to turn the TimeSplitters back. 


You need the 
gun emplace- 
ment to mow 
through the 
largest 
TimeSplitter 
wave. 


Start on the canyon’s left side and blast the creatures as they 
scurry down the cliff wall or as they arrive from the gap to the far 
left. When the coast is clear on the left, swing to the right and 


repeat the process. 
Aas Ae 
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You must cover 
the whole 
canyon from 
left to right and 
prevent the 
TimeSplitters 
from advancing 
” too close. 


Your best course of action is to keep the big gun at a level that 
strikes evenly across the canyon, and then strafe back and forth 
with lots of autofire. When you see a TimeSplitter flicker in or out 
of invisibility, aim on that spot and slide back and forth until the 
gunfire brings down the beast. 

| ; Spread out your shots and strafe 
the canyon for invisible 
TimeSplitters. 


If you get in trouble, you have 
-a stockpile of power-ups behind 
| you. Two med kits, a plasma 


crate of plasma grenades help 
you out of most trouble spots. 


Help your 
fellow marines 
weed through 
more of the 

4g TimeSplitter 
B marauders. 


gunfire, all that remains is a short trip around the corner to the left 
and toward the base doors. Your final objective is to defend the 

_ rebel base. Using the plasma autorifle, lay down a heavy concen- 
tration of cover fire around your fellow rebels guarding the base 

doors. If a TimeSplitter jumps on one of the marines, blast away 
with full auto to kill the TimeSplitter before it kills the marine. Stay 
in the fight until enough TimeSplitters go down and it's safe to 
retreat to the base doors. 


_ The marines back you up, firing at any stray TimeSplitters as you 
run for the base doors. Follow the rock wall to the left until you 
pass the two marines in a defensive position near a set of two 
plasma grenades and two med kits. The base doors—and your 

| well-earned first victory—are to the right against the back cliff wall. 


f 
| Make the final 
dash to the 


base entrance. 
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MISSION OBJECTIVES 

1. Infiltrate the castle 

2. Escape the trap 

3. Locate the time erystal mining site 

4. Gain entry to the meeting hall A 

5. Help Captain Ash rescue his assistant al ee 
6. Access the underground areas of the island. : 
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The General nd Anya send you on a mission back to 1924 in search 


of the source of the time crystals. 


At Marine HQ, you meet up with the General and top scientist 
Anya to discuss the next step against the invading TimeSplitters. 
Now that you’ve successfully retrieved the time crystals—well, 
your future self has already achieved this; your present self is about | 
to embark on the mission—you can use Anya’s time machine to 
stop the enemy threat before it begins. 


Anya straps on an uplink so she can communicate with you, even 
after the time machine zaps you into the past. 


Anya has traced the enemy activity to Urnsay, a small island off 
the coast of Scotland. Energy readings place time travel there 
recently, so you’ve been sent back in time to investigate and see if 
you can locate the source of the time crystals. 


The British Captain Ash rescues you from the sea. | 


The time coordinates are supposed to put you on the island, but 
you end up in the middle of the sea. Fortunately, the good Captain 
Ash of the British Navy is rowing to shore on a mission himself. He 
picks you up and offers to assist you if you’ll help him rescue his 
assistant, the Jungle Queen, imprisoned somewhere in the castle. 


a 


The British Navy waits for the signal flare to attack, which you 
_ inadvertently shoot off in the initial assault on the castle. 
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Unfortunately, in your zeal to attack the castle and begin your 
mission, you fire Ash’s flare gun at the castle and accidentally 
signal the start of the British bombardment on the island. Now you 
must battle the bad guys infesting the castle and dodge the shells 
of friendly fire. 


Follow Ash up to the first enemy station on the hilltop. 


When you’re ashore, Captain Ash 
hands you a Kruger 9 mm pistol, 
which you use until you can 
upgrade. It’s a decent weapon 
up close, but for medium or 
long range you want the 
vintage rifle and the K-SMG, 
after you secure both of 
them. There’s also another 
flare gun on the boat. 


TIPe 


Run past Captain Ash in order to 


= To avoid trouble " 

later in a mission, run ` 
-in front of Captain Ash. If 

-you let him lead, he might \ 

pe down some enemies for 
_ you, but he’ll take many 

unnecessary hits. And, if / 

` _ the Captain dies, your 4 4 

___ mission ends f 

i in failure. £ 


| eliminate the upcoming enemy resistance before Ash takes more 


hits than he needs to; the Captain even waits for you at the first 
stone archway. At the top of this hill, a three-man enemy group 
waits by a small tent. 


Blast past the first castle guards and grab the vintage rifle. 


As you near the hill, an allied bomb strikes near the tent and kills 
the leftmost guard. Deal with the two under the tent in quick fashion. 


Run for the tent. You don’t have great range with your Kruger, 
and you want to take advantage of the explosion, so rushing them 


__ is the best way to do just that. As you approach, let one of the 
` enemies have it. Dodge the second one’s return fire and finish 


him off with the rest of your clip. Under the tent, you find the 
vintage rifle. 
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Run up the hill toward the castle, but watch out for the explosion 
that finishes off the nearby building. 


The vintage rifle gives you the long-range power necessary to 
manage the castle guards farther up the hill. Whenever you hear 
gunfire, use your vintage rifle’s scope and look for the threat. If you 
can see it—no matter the distance—you can pick the enemy off 
with a shot or two from the vintage rifle. 


Use the vintage rifle to eliminate the two guards on the upper road. 


Shuffle up the road about 10 yards, and a second explosion rocks 
the area. This one takes out the nearby building to your right. 
After the explosion, look up on the hill where the road curves back 
to the left near the top. Two more enemies engage from behind 
the rock wall up there. Zoom on each one with the vintage rifle 
and clip them before they can line up a good return shot. 


A grenade stockpile lies 
on the building’s top 
level nearest the lower 

enemy station. 


Off to your right, the 
building that wasn’t hit by 
the explosion holds a 
package of grenades on its upper floor. You can throw the 
grenades at any time to rout a pocket of enemy resistance. Practice 
throwing them outside the castle. Get comfortable with how long 
you have to hold the grenade before lobbing it certain distances. 
When you get inside, it is difficult to use them without catching 
yourself in the explosion. 


Zing the machine-gun operator before you attempt the castle summit. 


Now you can attempt the road. A guard mans the machine-gun 
turret at the curve near the road’s top. You can remove the 
machine gunner in any number of ways. To avoid damage, use your 


vintage rifle to drop him while out of range of his machine gun. 


You can also throw a grenade into the nest, though this requires a 
significant amount of control, which you might not have developed 
yet. Another method, and the one that probably earns you the 


. most wounds, is to run up the road past the gunner. A third allied 


explosion rips a crater into the ground next to the machine gunner 
and kills him if you haven't already done so. 


A guard protects the armor 
inside the building on the hill 
above the machine-gun nest. 


Now head up the hill to 
the second stone building 
past the machine gun nest 
(don’t go up the road toward 
the castle). A guard waits on 


this building’s right side, and if you drill him before he gets you, 
enter the first floor and set yourself up with the armor replenish- 
ment. The more shielding you have, the better protection you have 
from all the bullets and shells detonating around here. The 
downed guard also gives you a second Kruger, so you can use two 
at once now if you like. 


Shoot the two guards on the road near the stone wall in rapid 
succession. 


Two more guards remain near the castle. The first stands at the 
building’s corner to the road’s left as you approach the castle gate, 
and he likes to chuck explosives at you. Use the vintage rifle to 
wing him before you step into his demolition range. 
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Assault the final castle guard Move to the right side and engage the first enemy there. Weave 
from the protection of the _ through the crates and hit him at point-blank range to drop him 
| nearby building if you want — quickly. A second guard follows the first guard and hits you with 
— extra cover. ` machine-gun fire at the bottom of the stairs. Be ready for him so 
| you don’t soak up the damage. Pass the downed first guard and 
The last enemy stands on | unload the rest of your clip on the machine-gun-wielding enemy. 


the ledge above the castle | After you finish him off, take his K-SMG. Now you have some real 
gate. Zoom and take care of _ firepower to deal with the remaining castle guards. 

business before entering the zs 

castle proper. 
Make things easier on 
-| yourself by picking off 
i| the upper-level guards 
from below. 


Armed with the K-SMG, 
run up the stairs and drill the 
sæ, UNsuspecting guards at the 

©? top. One lingers a step off to 
` the left of fas stairs, and a second waits in front of the small 
| crosswalk connecting the two upper catwalks. A third guard stands 
_ behind the stack of crates to the left. Either draw him out into the 

a —— — - ` open by the stairs, or slide out and fire between the crates to 
The portcullis closes behind you as you enter the castle. | shred him. 


It doesn’t get any easier when you enter the castle. A portcullis | 
slides down over the entrance and traps you and Ash inside. Of | 
course, there are a few enemy guards to make your life challenging. 


: | z : {' ww = 
d | A few guards encircle the top of the spiral staircase. 


_ A fourth enemy hides behind the canister along the wall halfway 

~ | down the walkway. If you continue toward the back room, he 
jumps out and hits you with a few bullets. Instead, pick him off 

_ from the safety of the crates. 


Protect Ash and yourself from the guards on the lower level. 


The first guard comes from the left side. Switch to your Kruger 
(or Krugers) and take cover behind the nearby crate stack. The 
Kruger offers you more maneuverability, which you need until you 
upgrade to the K-SMG. Fire from the safety of the crates until the 
first guard on the left side goes down. 


| A hidden enemy tries to pump you full of lead from behind the 
| canister. Don't let him. 


The second guard coming down the stairs forfeits the K-SMG upon 
his death. 
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A safer course is to deactivate the machine-gun turret. Move to 
the short bridge connecting the upper crosswalks. The control 
panel here operates a crane that you can use to foil the turret. 
Manipulate the crane above the turret, then lower the claw to pick 
it up. Swing the turret over the water and let it drop. 
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There’s a valve in the back 
room of the walkway you're 
|| currently on, but it’s a 
decoy—you don’t have to 
fight your way to it. You 
must, however, navigate to 
the back room on the 
opposite side and turn that 
xg) valve. Watch out for machine 
< ——— 1e = gun fire from the other 
walkway; the guards still left alive want you dead. 


Run around to the second crosswalk on the room’s other side. 
There are two enemies among the crates if you haven't already 
blasted them while you battled on the first level. 
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Exit the castle to hijack the truck. 


With the turret deactivated, follow Captain Ash out of the 
unlocked door near the portcullis and head down the road. The 
| building to your right houses a truck that you need for a ride up 
the mountain. 


A = 


Defeat the last guard to unlock the trap. 


The back room holds the last guard in the area. He hides in the 
corner and pulls the trigger as you enter the doorway. Jump 
through the door and squeeze off enough shots to smear him 
against the wall. Rotate the valve inside this room to open the 


z Take out the truck guards. 
portcullis. 


The two guards out front can go down one of two ways. Gun 
them down, or puncture one of the blue barrels with a well-placed 
bullet. The barrel explodes and rips through the two guards. 

fd z Las a es pe as poe 


2 


You're not done yet—a rotating machine gun rises out of the water 
to guard the exit. 


The final part of the trap clicks into effect when you open the 
portcullis. A rotating machine-gun turret rises out of the water in 
the center square. Ash gets pinned down by the turret, and you 
take a lot of damage—or die—if you attempt to outrun it. 


Kill the back guard and take his stuff. 


| As you approach the truck, watch out for a third guard back in 

_ the office. He fires at you from the protection of the doorway. 
Don't hold back on your shots. Trigger a burst from the K-SMG and 

_ make sure he goes down before you get too close. The room holds 

-` a vintage rifle, some ammo supplies, and the stairs to the small 

< second-story platform holds a single med kit. 
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Work the crane controls to pick up the machine-gun turret and drop | : 
it into the water. Be i 
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If you move to the back of the truck parked out front, Captain 
Ash will climb into the driver’s seat. It’s your job to man the .30 
caliber machine gun rigged to the back. As 
you motor up the hill, concentrate your 
fire on the horizon. Eliminate the A 
guards at a distance to avoid taking F. 
extra damage. It’s difficult to hit 
them with the .30 caliber when 
they’re in close. 


Let Ash drive 
over most of the 
enemies on the trip up 

the road. Fire at long 

range to thin out the 
resistance before the / 
truck gets there. A 


o destroy 
rine gunner on the 


Ti 


bridge’s o 


her side. 


When you get near the 
drawbridge, aim at the barrel 
to the left of the machine- taan nest. Strike the barrel to detonate an 
explosion that removes the turret operator. You must kill the 
machine gunner to approach 
the bridge. 


Beware of the snip 


A second guard takes shots at you from the castle rooftop in the 
distance. Switch to the vintage rifle so you can zoom with your 
scope and take him out. 


Flip over to your uplink and use its telekinetic powers to move 
the drawbridge lever from across the chasm. The lever lowers the 
bridge and gives you access to the next stretch of road. 
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Run up the road on foot and watch for all the roadside enemies. 
Two guards rush toward you at the first archway. At the second 
arch, a single guard engages you. Two more guards roll barrels 
down the hill when you hit the third arch. Dispatch them and look 
out for a sneak attack ahead. 


A guard looks to surprise you 
from the walkway above the 
stone arch. 


A guard sits up on the third 
archway. After you finish off 
the two barrel guards, 
proceed past the arch and 
swing your reticle around to 

oes : target the enemy up above. 
Backpedial until the enemy comes into view, then cream him 
without taking wounds. 


sh can't open the door, but you can with the nearby TNT. 

The big door on the left leads into the castle, but it’s locked and 
Ash can’t open it. Pick up the TNT near the overturned truck at 
the courtyard’s far side. Set the TNT on the door and back up far 
enough to avoid getting caught in the resulting explosion. 
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The explosion kills three castle guards inside the castle, but it 
won't make it a safer trip. Three more guards immediately take 
their place. One darts down the stairs to fire at you from behind 
the stone column at the turn, one lingers near the top flight, and 
the third supplies support fire from the walkway above. 


Aim for the guard by the stone column first. If you eliminate him, 
use the column for defense. Take out the second guard on the 
stairs or the third guard up by the balcony—whichever one exposes 
himself first. If the third guard stays in a defensive position, ascend 
the stairs to the top level so you can battle him on even footing. 


= Ac = 
` į 3d 


iS x a 


| Adrunken guard allows you free access to the elevator. 


The stairs behind the door lead to the wine cellar. A drunken 

» guard sacks out along the left wall. He won’t cause you any grief, 
so leave him be. Pick up the flare gun next to him before jumping 
into the nearby elevator. 


Battle the guards as you climb the castle’s many staircases. 


Up on the top level, look out for the staircase in the corner that 
overlooks your stairs. One guard fires on you from up there, while 
a second joins the skirmish from the storage 
room to the right. Captain Ash gets preoc- 
cupied with the supplies in the storage 
room crates, so you must go through 
most of the castle on your own. 


TIP 


| Three guards patrol the dining room area. 

S 
If you need N 
extra health, pick 
- up the med kit near 
the sealed corridor | 
to the left of the - 
main stairs. 


The elevator brings you up to the next level. Exit the elevator 
` room and turn right. If you stay quiet, a single guard walks out of 
_ the door to your left and places his back to you as he patrols. 
_ Don’t give him a chance to turn around. The noise brings two 
_ more of his buddies out of the door. Execute them in the hallway, 
_ or go into the dining room after them if you don’t see activity. If 
| you miss one of them, make sure he doesn’t sneak around to the 
corridor behind you and blast you through the bars. 


Your future self gives you the 
key to the next locked door. 


Circle the staircase 
chamber and follow the 
hallway until you find a set of bars blocking a dead-end. Shoot the | 
guard here at point-blank range and retrieve the med kit. You'll 
probably need the boost back to full health. 


_ Four guards clog the intersection before the security periscopes. 
Take the stairs that you passed heading toward the dead-end. 


The stairs lead to an empty room, but when you near the door,a__—_ Follow the stairs up to the second floor. Listen for the voices of 
cutscene shows your future self dropping off the door’s key _ the next set of guards. When you reach the top, two guards are 
through a ceiling grate. It’s the first of many time paradoxes that Near the doorway to your left and two more are in the room 
you'll have fun with during the game. _ beyond. The two far guards use the crate as defensive cover. Stay 


_ near the stairs and duck back and forth, alternating between firing 
and using the walls as cover on the return fire. After you down the 
_ first two, charge the room to flank the crate and send the second 

_ two to the floor. 


lili, 
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l A small room past the dead guards holds three periscopes that 

_ serve as “cameras” in the castle. The first shows the area behind 

| you, recently cleared out by your actions. The second shows the 

_ room you’re about to enter. There are three guards plus a mysterious 
stranger, who turns out to be the time traveler that you’re after. 

_ The third camera shows two guards in the kitchen. 


__ Up the next set of stairs, three more guards try to slow you 
t down. Fight from the staircase, which offers you the best protection. 
| A single guard attacks from the room directly ahead. Two more 

~ guards emerge from the corridor’s right side. Don’t charge up the 
stairs or you get caught in a nasty crossfire. 


The mysterious mastermind escapes as you fight his remaining 
guards in the briefing room. 


Head back to the golden door in the hallway. Go up the stairs 
and through the bedroom to the far red door. When you open that 
door, you have a big battle against the time traveler’s elite guards 
in the meeting hall. No matter what you do, the mysterious 


stranger escapes through a secret passage in the fireplace. | You must silence the guard by the second set of cameras to reach 
Concentrate on throwing K-SMG fire on the three guards as you | the prison cells. 
descend the 7 stairs to the first floor and dodge around the 
; large central table. -Continue until you reach a door on your right that opens into the 
_ second security room with three more periscopes. One guard on 
The grate is where you drop | the ground floor ambushes you at the door. A second guard 
the key to your past self. charges down from the stairs leading up to the small lookout room 


with a vintage rifle inside. Give them both a few bursts and down 
After you plug those three |` them in the confined space. From the lookout tower, you can fire 


guards and complete the _ down on three guards in the outside grounds (one in the broken 
_ fourth objective, head ` houses to either side and one on the road in the middle). Take 
through the plain door inthe — advantage of your position in elevated cover and thin the guards 
corner. On the other side is gut a little more. 
; the grate that you use to | 
drop the key to your past self. A cutscene does just that and leaves The three cameras give you more story information. The first 


you with the rest of the castle to explore. 


shows two guards on your trail in the wine cellar. The second and 
third show the prison cells, which you find soon enough on your 
own. Restock the vintage rifle by climbing the short staircase in the 
security room. 


Eliminate the far guard in 
= the kitchen. 


The next corridor section 
splits into two. The left side 
opens into the kitchen. Gun 
down the far guard and then > 
swing around to your imme- To blow up the cell wall, puncture the oil barrel and light it with the 
gite right to hake out his bana. A med kit hides in the small back — fallen lamp. 
room beyond the first guard you killed. i 


-Next you pass the courtyard, which serves as your climactic 

` arena later on. Run past the courtyard and talk to Captain Ash in 

_ the first prison cell on the left. He’s trying to figure out a way to 
break his assistant, the Jungle Queen, out of her cell. 


__ To free the assistant, go into the next room and fire a bullet into 
~ the oil barrel in the cell. Oil leaks out onto the floor. There are two 
` ways to blow through to the assistant’s cell. First, shoot a single 

` shot from the flare gun into the oil slick. Second, shoot off the 


y 
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hanging lamp’s chain and it catches the oil on fire. Either method 
ignites the barrel and blows the assistant free. 


When you reunite Ash with 
his assistant, the good 
Captain leaves you. 


Captain Ash thanks you 

| and hugs his “assistant.” 
They bid you farewell and 

| wish you luck on completing 
| the remainder of your 

->S mission. 


Heavy Metal Destruction 
An enemy tank assaults you 
| in the courtyard. 


Descend the stairs beyond 
the prison and pick up the 
armor suit along the way. 
The door in that room leads 
out into the courtyard, 


a waits to unleash its full 
arsenal on you. 


Find the rockets to put on the front of your 
K-SMG and put.a dent in the tank’s metal 
plating. 


CAUTION 


The tank can chew you up in about 
five seconds. You can’t stand still or its 
machine gun finishes you off. Run for the 
overhangs on either side of the courtyard. Under 
each one, a single rocket pack upgrades your K-SMG into a rocket 
launcher of sorts with two missiles. These rockets can harm the 
enemy tank’s metal hide. You can also throw grenades at it or 
place the TNT charge on its armor to deal damage. However, both 
of these methods can get you in trouble. The grenades might 
rebound off the tank, and you must get in close to use the TNT, 
which subjects you to potential tank damage. 


Normal 
weapons won’t 
penetrate the 
enemy tank. You 
must recover the 
rockets for 

the K-SMG. 


_ Hide in the underground alley and then pop out to hit the tank 
_ when it’s safe. 


__ If you need a breather, look for the alley that slopes down to a 

_ locked underground door. The tank can’t fit down this alley, and 

_ the angle prevents the machine gun from firing at you. When the 
tank leaves the entrance, jump back into the fight with a better 
position than before. 


Your final rocket blows the 
tank to kingdom come. 


Dash back and forth, picking 
up rockets and unloading 
them into the tank. When 
you see the tank stall, you’re 
safe from counterattack. Get 
in close and hit the tank 
with more rockets. It takes 


time to whittle it down, but be patient and think defense first. 


| The last elevator takes you to the underground facility that houses 
| the mysterious time traveler. 


__ Head to the corner and enter the room with the circular elevator. 

_ Take the elevator down to the underground complex. There are no 

-~ guards in this area, but you discover the mysterious time traveler 

_ behind the last door. To finish off the mission, you only have to 
climb the stairs and open the far door at the end of the bridge. 


| The mysterious stranger time 
Lt a travels out of 1924, but Anya 
sends you hot on his heels 

to 1969. 


When you enter the room, a 
cutscene shows the mysterious 
time traveler escaping into the 
future—1969 to be precise. Anya 
| sets the coordinates of the time 
_ machine and you're off to a train yard 45 years later. 
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MISSION OBJECTIVES 

1. Find the time traveler | 

2. Rendezvous at the water tower | 

3. Protect Harry Tipper | 
| 


WATER TOWER BUILDING UPPER LEVEL 


4. Gain access to Sector 3 
5. Restore main power £ 
6. Activate starter motor a ee gs TO GROUND LEVEL 


7. Restore water pressure 
8. Locate Khallos’s train 


GUARD STATION 


Weapons Acquired A 
Machine gun 
WATER TOWER BUILDING LOWER LEVEL lass ee EPC 
niper rifle 
TO UPPER LEVEL Soviet rifle 


Items Acquired D 
Armor 


Grenades PÈ ` e 


Med kits 
Various weapon i; imaa. m 


ammunitions OA 4 


Enemies Encountered > 
Khallos’ bodyguards 
Ultra-Science cultists 
© Enemy Location er 
® Sniper Rifle à wy 
Q Armor “a @ 
oo Best Weapon 
Soviet rifle 


Maps depict Normal Mode aF 


EE 


_1969: The Russian Connection * 


primagames-.com 


SECTOR 3 UPPER LEVEL 


MISSILE 
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$ TO MAIN TUNNEL r 
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SECTOR 2C ’ 
; TO MAIN TUNNEL TO SECTOR 3 


LOWER LEVEL 


MAIN TUNNEL 


TO SECTOR 3 
UPPER LEVEL 


TO SECTOR 2C 
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Two mo! idiers are in the basement level rust-colored buil 


There are still two guards left in the guard station. Enter the door 
the guards used and descend the stairs. Charge through the door 
at the bottom and plug both guards before they can orient them- 
You arrive in 1969 on the trail of the mysterious time traveler. As selves. A suit of armor rests on the shelf, offering you some more 
luck would have it, you appear near a government agent, Harry _ defense for the coming battles. 

Tipper, who is attempting to infiltrate the facilities of the | =e 
Brotherhood of Ultra-Science, the very organization that the time 
traveler is associated with. Together, you agree to shut down 
Khallos, one of the head honchos, before he can launch an illegally 
obtained nuclear device. 


Harry uses his laser-beam 
eyeglasses to cut through the 
sewer grate. 


Return up top and talk to 
Harry by the sewer canal. He 
breaks out his laser eyeglasses 
and burns through the sewer 
bars. He heads into the 
sewer pipe and says he'll 
meet you at the water tower. You’re on your own for the next section. 


Cc; thy or, Y 1 Fh 
Silently remove the 


cultists. 


You have only the pistol at the start, 
but it has a silencer you can attach for 
the element of surprise. Screw that on 
before you approach the first enemy. 


The more 
enemies you kill 
with the silencer, the 
less likely you are 
to attract group 

attention. 


( 


rd past the sewer and remove him from behind. 


Climb the steps at the sewer’s end and sneak up behind the 
guard standing next to the far wall. He has his back to you, so walk 
slowly to approach without him noticing. Cap him in the back of 
the head and advance stealthily to the next area. 


As you near the corner, peek out at the | 
guard shack to your far right. A single guard stands inside. You | 
have one shot to finish him off quietly. Use the pistol’s zoom and | 
take your best shot at his head. If you strike him clean, he drops 
without warning the others. If you miss or only wound him, three 
other guards come to his rescue and you have a firefight at your 
corner. 


Assuming you kill the shack guard with a single shot, advance to 
the building’s next corner. Peek around to your left and you see 
the three guards exit the guard station one by one. Shoot the first 
guard in the back and hit the other two as they look around to see 
where the threat is coming from. 


e next guard, you alert the whole area and battle two 


Round the corner and scout out the grounds in front of the building 
ahead. A lone guard stands in front of the building’s door, and a 
second guard patrols the yard to the right. Unless you have perfect 
aim and drop both guards with a shot apiece, you sound the alarm. 
Two more guards swarm the area, so be prepared for a long fight. 


iii. 
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Pick up the machine gun to 
increase your firepower. 


Drop behind the nearby car 
for cover. Bounce from side to 
side, keeping the car’s metal 
shell between you and enemy 


fire as your bullets find flesh. 
Eventually you whittle down the resistance 


enough to advance out and remove the 
last two enemies. One of the guards 
wields the machine gun. Pick it up to 
increase your firepower. 


If the alarm 
sounds, remove 

your silencer. You 

_ shoot faster and 

‘ do more damage 

. without it. 


Shoot the jeep guards, take their vehicle, and run over anyone in 
your way. 


You're back where the firefight began. Run down the building’s 
right side and wait for an enemy jeep to motor toward you. Two 
enemies spring out to take you on. Shred them both with the 
machine gun, and grab the jeep for yourself. 


Run over the four enemies 
that want to take the 
jeep back. 


As soon as you climb into 
the jeep, four more enemies 
appear in front of you where 
you killed the first guard in 
the area. The easiest way to 
deal with them is to slam the 
jeep into ee and plow over dinem. If you miss any, jump out of the 
jeep and sweep the area with the machine gun. You don’t want to 
let the enemies fire on you while you’re trying to turn the jeep, so 
it’s best to get out on foot after the initial burst of acceleration. 


Turn the vehicle around and head back the way the jeep originally 
came from. When the next guard dashes out to stop you, run 


him over. Slam on the brakes before the far wall and eject from 
the jeep. 


A single guard patrols the 
hall in the generator building. 


Proceed on foot through 
the corner door and into the 
generator room. Two guards 
are inside. Guard number 
one stands at the first corner. 
Catch her shoulder with a 
spray of bullets and knock 


- i : her out of play before she 
raises her weapon. The second guard monitors the electrical 


_ control panel on the room’s far end. If you're fast, you catch him 


| before he completely turns around, and you won't have to worry 
| about return fire. 


| Remove the cultist guarding the room so you can shut off the electri- 


cal fence. 


Shut off the electricity. This allows you to bypass the electric 


_ fence outside and access the water tower. No doubt you’ve been 


shot up a few times, so use the med kit on the shelf in the room’s 
corner. On the shelf next to it, grab the grenades for any large- 
scale encounters later on. 


| Look out t for a few remaining guards around the grounds. 


| 
| 
f 
1 


Leave the generator room and head right (either on foot or in 
the jeep). One guard sits in the next yard, and another hides on 


-the top of a large metal canister. When you engage the enemy in 

_ the yard, watch that the guard up on the canister doesn’t drop 

_ down behind you. Mow down both enemies and continue to the 

| yard’s far end, where a small alley leads you to the electrical fence. 
_ A final enemy stands on the stack of canisters in the corner. 


_ Eliminate him, turn the corner, and head through the open gate to 
_ the water tower area. 


| 33 


When you meet back up with Harry, he explains that you need | Circle around the catwalk and use the plank to drop down on the 
uniforms to sneak into the indoor part of the encampment. He -nearby roof. Take the hole in the roof to the upper floor in the 
offers to steal the uniforms if you protect him. While he navigates | water tower building. The first room is empty. 
the sewer tunnels, climb the ladder to the water tower and ae — z -oN 
retrieve the sniper rifle. Leave the drunk guard alone; he’s too out 
of it to pose any threat. 


Four guards rush you on the rickety sta 


Exit through the only door in the room and get ready for a fire- 
fight in the stairs. Four guards will harass you on the stairs. Shoot 
at them as they take position in the corners. If they break on you, 


From the top of the water tower, focus on the pen to your left. | catch them as they climb the stairs; they won't return fire as they 
Harry emerges from the manhole cover and rushes across the pen concentrate on running toward you. 


to the shed. When he enters, six cultists fan out into the pen and hon 
start shooting at the shed. Pick off each one 
in a reasonable amount of time, or Harry 
ends up dead and your mission is over. 
Your sniper rifle can zoom in very close 
on the targets to significantly increase 
your accuracy. 


— 


If you’re 


& shaving trouble 
© targeting the guards in $ 
‘the pen, you can shoot 7 
T the orange barrels 
next to them for 
explosive results. 4 


_ On the lower level, another guard will assault you from the room 
_ to your right. When you finish with him, you can either take the 
stairs down to the ground level or jump through a hole in the floor 
~ of the room to your left. Usually, if you jump through the hole, 

` you'll surprise the three ground-floor guards and rip them apart 
before they can defend themselves well. 


Harry leaves the shack and comes up in the pen to the right. He 
enters the building, and six more guards show up with a steady 
barrage of gunfire. Pick off each one so Harry can bring the 
uniforms back to you. 
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Continue forward and pick up the grenades in the final room. 
Exit out the door and talk to Harry who’s waiting for you outside. 
You and Harry can now put on the cult uniforms and enter the 
main area. 


Water Works 


Stay cool as you walk past 
the tunnel guards. 


Two guards stand watch near | Shoot the engineer and steal his security card. 
| the front gate. Harry runs 


past both of them and they | Enter Sector 1A and follow the corridor to the central room. 
don’t bat an eye. Follow his You've found the main power room, but you must go through a 
lead and you realize the series of trials to get main power back on (which allows you to 
guards will leave you alone | open Sector 3’s currently deactivated door). Approach the 


in this area. Your uniform 
disguise is working, and there’s no need for 
bloodshed at this point. 


TIP 


In the main tunnel, a single guard 
stands in front of the door to Sector 3. 
One patrols the walkway in front of 
Sector 1A, and two circle the catwalk 
high overhead. As long as you don’t do 
anything foolish, you can move around here 
without too much hassle. 


TIP 


engineer from behind and send a few slugs into his back. He 
drops a pass card, which you need to enter Sector 2. 


5 Harry Tipper distracts the guard 
as you descend to Sector 2. 


Hold your fire ` 
in the main 
tunnel. Your enemy | 
uniforms let you 
walk amongst the 
guards freely. 


One more guard patrols the 
area. On your exit route from 
j the main power room, he 
"| confronts Harry at the Sector 2 
j stairs, but Harry talks his way 
out of it. 


Ha The generator won't work until 
you get the turbines turning. 


Use your 

silencer to kill 
= one of the tunnel © 
_ guards and steal | 
| the Soviet rifle. | 


Descend the steps to Sector 2 
and unlock the door with the 
engineer's security card. Follow 
| the stairs down to a set of corri- 
dors. Head straight to discover 
ae the starter motor. Unfortunately, 
= for that to turn on, you must restore the water pressure. Make sure you 
"use the med kit by the starter motor to pump your health back up. 


After you gain the Soviet rifle enter Sector 1A. 


The guards in this area have a better weapon than you—the 
powerful Soviet rifle. To get your very own, wait in the shadows for 
the guard that patrols in front of Sector 1A. It’s best to catch him | 
on the end of his route when he is the farthest away from the i 


Wipe out è threë enemies in the turbine room. 


catwalk steps and behind a stone divider where no guards can see | Leave the starter motor and turn right into a corridor that snakes 
you. Pull out your silencer and go for a headshot to bring him _ deeper into the complex. Follow it to a door that opens into the 
down in a single try. _ large turbine room. One cultist stands on the level below, while 


| two more wander the ground floor. Aim at the cultist on the level 
below and line up a perfect shot while his back stays to you. His 

death alerts the other two guards, who run through the turbines 

and climb the stairs in the room’s far right corner. If you’re set up 

_ properly, you can kill both of them as they ascend the steps. 

` Otherwise, you have a messy fight on top of the turbines. | 


* 


i 


Descend to the turbine 
room’s bottom level and 


far door. Enter the door and 
proceed through the next 

room to the stairs that lead 
down to the water valve. 


Retrace your steps, but be careful when you reach the turbine 
room door if you decided to use your uniform to pass through 
undetected on your first trip. The same three enemies are here, 
but now they know you’re a threat. There are most likely two on 
the turbines and one on the turbine level. Fight from the doorway 
and drill anyone you see. When you need to reload, duck inside 
the corridor and let the door close. Repeat until all is quiet, and 
then slide out and scan around for your next target. When you 
count three bodies, you can relax for the moment. 


Run back up to the starter motor and click it to rev up the 
engines. Now head back upstairs and flip the switch in the main 
power room. You’ve finally restored power and activated the door 
into Sector 3. 


Be careful as you enter the 
main tunnel now. When you 
restore main power, the rest 
of the guards know some- 


as you exit Sector 2, and all 
enemies open fire. The two guards up on the catwalk are 
_ the most dangerous, since they can fire down on you from 


l 1 | almost any angle. 
- 4 


follow the white arrow to the — 


thing is up. The alarm sounds l 
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Watch that there aren’t 
any straggling enemies as 
you near the door to Sector 
3. If there are, blast them 
before you turn your atten- 
tion to the door. Click on the 
green button to the left of 


_ the huge door into Segor 3. Enter, and you’ve reached the next 
~~ checkpoint. 


- A jeep is parked at the 
Sector 3 entrance. Two cult 
guards protect it from just 
behind the vehicle. Fire at 
them both, using the jeep as 
cover. Three more linger 
near the rear of the area. 


Two of them will charge at you, guns at the ready, while the last 
one will hide by the rear corner and chuck grenades in your 
direction. After you take care of them, hop in the jeep for a ride 


_ through tes rest of the base. Hay takes a side passage to meet up 
» with you later. 


Follow the road in the 
jeep. Run over the guard 
around the first bend and 
smash through the check- 
point gate. Continue down 
the slope and run over the 
guard at the bottom. Reverse the jeep quickly—you don’t want to 
get caught in the shooting lane that the lower corridor becomes— 


, and eject when you're back up the slope a car’s length. 


The guards attack by rushing forward. At this point, Harry shows 
| up, and together you buzz through the guards. Let them come to 
` you and hit them as they appear at the intersection. When it’s just 
Harry left on the lower tunnel, join him and pick off any remaining 
_ guards hiding down the hall. One of the guards likes to throw a 
| grenade down the hall at you; be prepared to dive behind cover to 
avoid the shrapnel. 
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Try not to flip 
the jeep. But if 
you do, you can still 
roll it back over by 
|. attempting to 

| board it again. 


~ _ Enter the corridor and watch for enemy activity around the next 
. Harry stays with the bend. Four enemies defend the area with heavy firepower. Dance 
hostages in the prison room at the end of the hallway. To prepare around them and reduce their puns quickly before their 
for the rest of the enemies in the base, stock up on the med kit l machine guns can do the same to,you in regen 
and the armor next to the prison cells. Climb back into the jeep 
and follow the road down—and through—the next checkpoint i 
gate. Park the jeep in front of the gate straight ahead. That’s your 
way out, and Anya in forms you that it’s up to you to find Khallos’s 
train and stop him from carrying out his insane mission to start a | 
world war. You just need to find an explosive to open a hole init. 


In the following staircase, three guards hold the various platforms. 
Don’t give them a chance to set up. Fire down on the first guard 
and charge down the steps as you take aim at the next two that 
appear. You’re near the mission’s end, so use as much firepower as 
you need to escape unscathed. 


in t monev-lauinderina roam hefore tho. 
n the money-laundering room before they 


Mow through the enemi 


can turn and attack. 


Round the corner and open the large door on your right. Six 
cultists operate Khallos’s money-laundering center. Dash into the 
room and use the stack of crates to your right as cover. Even when 
you think you've nailed all the cultists, look carefully behind the | 
crates on the room’s other side. There may be one or two hiding 
out in hopes of surprising you. 


Unfortunately, you’re not fast enough to catch the time traveler. 
He jumps through a time portal in the next corridor and leaves two 
__ men behind to deal with you. Dispatch them and continue through 
__ the large door at the hall’s end. You’ve located the train station 
| and completed the mission, but you have a new one ahead 
` of you—stop Khallos and his train before he can launch his 
_ deadly strike. 


Exit the money-laundering room and head down the corridor to 
the last door. Open it and use your uplink to retrieve the missile. i 
Levitate it out of its cradle and carry it down the corridor—carefully! 
At the gate in front of your jeep, throw the missile at the reinforced i 2 
doors, and the explosion opens a hole for you into the next area. | o 
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MISSION OBJECTIVES 
1. Find Khallos 
2. Prevent the missile launch = 
3. Destroy enemy helicopter 3 The first guard drops only 
4. Deactivate the gas trap A gg after a difficult shot through 
5. Stop the train Sg e the train car windshield. 4 
6. Defeat Khallos ale | LS — i* 
» ‘ 
Weapons Acquired | Items Acquired _ vou » 7 
Double Machine guns Armor easily slip off the 7 
Heatseeker Med kits i Pande marara 
Machine gun Dye č | Various weapon ^ pe, e > ae decisions a 
Pistol (with silencer) = 33 ammunitions is x | take you too near 
Soviet rifle S af | | the train’s sides. 
Tactical 12-gauge N i p | 
Enemies Encountered || Best Weapon 
Elite henchmen Machine gun 
Henchmen wD. = 
Ultra-Science cultists £ e m= 
r ‘idl 
Training Day Close on the second guard and blast her with a point-blank shot. 
__ Climb the ladder ahead and prepare for the second guard. She 
` runs at you from the train roof’s right side. Sidestep the metal hub 
_ in the car roof’s center and plug her with point-blank fire alongside 
it. All this.is just warm up for the next group of enemies. 
9 From the train roof, you get a 
To catch Khallos’s train, you make a daring leap to the caboose. bird's-eye view of the maze on 
the next car. 
After Khallos slips out of the Brotherhood of Ultra-Science ; 
compound, you chase after his escape train. Harry Tipper gets on As you near the car roof’s 
first, but you must make a daring leap to catch up. At this point, edge, peek at the new area 
you're on the back of the train and must wade through all of ahead. It’s a maze of trunks 
Khallos’s guards to meet and greet the man himself. You don’t and crates, with two guards 
want him launching a nuclear missile from the train and causing a } patrolling in front and two in 
major global conflict. - the back. The guards can 
A _ attack down either side, but not down the middle, and a path 
X All of this level’s action takes weaves up the left side to the far end. 
place on a speeding train. : 
Advance up the stairs and 
-< move past Harry. The first 
| guard stands atop the next 
train car, near the ladder to 
| the left. Either shoot him 
through the windshield or 
: slide over to the doorway on 
the left md blast him there. Whichever point you choose, you i 
need a very accurate shot with the pistol to clear him off the train.  5%0/k the guards as you weave through the crates. 
_ Drop down to ground level on the next open car and remember 
_ the position of the guards. Go after the guard who is facing you in : 
_ the front (the one with his back to you takes longer to react). He is 
most likely on the left side, so drop down and strafe to your left. a 


_ You have an open alley to strike him with two or three shots 
from your pistol. 


| 39 


By this point, the other guards converge. Use the obstacles as 


Advance on the remaining guards only if you have a full clip and 
are prepared to fire before they do. 


Rather than go head-to-head with the machine gun, cause an 
explosion by igniting the nearby barrels. 


When you finish all four guards, proceed to the next train car. As 
luck would have it, the bad guys have planned ahead and have 
built a machine-gun nest inside the car. You take them by surprise, | 
so its not manned at the start, which buys you | 
just enough time to avoid a shelling. Fire at | 
the stack of barrels to the machine-gun 
nest’s right, and then slide to your right 
behind the crate. The barrels roll 
down and explode behind the nest, 
killing both guards. 


TIP 


To avoid ~~ 
damage in the 

machine-gun car, 
duck into the corner. 
and let the crate in | 
front of you 
absorb the, 
explosion. 4 


Surprise the outside guard before he 
can set up properly. 


A second pair of guards patrol the 
area outside between the machine- | 
gun car and the next one. If your | 
fight with the machine-gun nest lasts 
several seconds, those two guards join the skirmish, and the barrel 
explosion obliterates everyone. If they didn’t get taken out by the 
explosion, be on high alert when you approach that back door. 
When things are quiet, use your weapon on the crate to the right 
of the back door. Inside is a valuable piece of armor. 


Two. henchmen man the radio room. 


Enter the next car and slowly walk around the first corner. The 
opening on the left leads into the radio room where two henchmen 
man the station. When they spot you, the one on the left kicks 
over the table and drops down behind it for cover. Unload on the 
right henchman, since he has the better shot at you. After he 

; drops, slide to your left until you can shoot around the table 
i and pick off the second guard. 


~ cover and hit each one as they come around the corner at you. | ` 


e 
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Load up on the machine gun at the 


Finally, you've upgraded to a 

j better weapon—the machine gun. 
You rely on this for most of the 

| mission. Later, the Soviet rifle gives 

” you heavy-duty firepower, but in 


Listen for the toilet to clue you in 
that a bad guy waits in the locked 
restroom. 


Harry stays with the radio and 

| hooks up with you later. Move on to 

the next car—a passenger car with 
> i lots of hostile passengers. Six enemies 

are set up inside. NE you 4 round the initial corner, you hear the first 


| guard in the restroom. He won't come out until the fight begins. 


The second guard looks out the window near the next corner. 


| When you hit him, chaos ensues. The third guard charges down 
| the corridor at you; outside, an enemy helicopter flies by and 


machine guns the windows. You avoid the helicopter fire from the 


| corner, but you get hit by the third guard’s gunfire if you’re slow on 
the trigger. 


The long corridor dfiers little protection, so takë out the duard 
| quickly with major force. 


Meanwhile, the fourth guard waits in the compartment on your 


left. As you move up to engage, the fifth guard fires at you from 
` way down the corridor. Take out the compartment guard first, then 


use his compartment as cover as you slide out into the hall and 


_ back, trading gunfire with the fifth guard until he goes down. 


The guard in the restroom attacks 
you from the rear. 


At this point, the first guard 

| exits the restroom and attempts 
= to waylay you from behind. The 
+ sixth guard lingers around the 
corridor’s far end, so finish off 

z the restroom guard before you 
get caught in a cross lire With a new clip in your machine gun, 


| race to the corridor’s end and slice through the final guard, who 


has either come out to stop you or waits around the corner. Be 


sure to double back and grab the med kit in the first compartment 
| to heal up all the wounds you're bound to take in the fight. 
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| At the car’s far end, drop off into the near right corner of the 
next open car. You fight two guards amongst several exploding 
Dodge | barrels and propane tanks. It’s a volatile situation to say the least. 
The helicopter that strafed you earlier won't give up easily. It waits | ol one of the far propane tanks (or barrels) to.ignite a series 
to ambush you at the next open car. Enter the area and immedi- | explosions. The first takes care of the back guard, and if the next 
ately hide against the crates in front of you. There | doesn’t finish off the front guard, zero in with your weapon. 
is no fighting the chopper with your normal | 
weapons—you need the surface-to-air : 
missiles ahead. The best you can hope Meld extrahit 
for is to shrug off a few near misses by stepping back 
and race to the car’s other side. from the crates 
when the helicopter 
° opens up with its 
chain gun. 
assassins. 
| To avoid major damage, reach the car’s far end without running 
_ through an explosion. Wait until one triggers, then dash for the far 
| end, picking up the Soviet rifle near where the front guard fell. 
To get across, though, it’s best if you let the helicopter do you a 
favor and remove the crates. When you nestle in against the first ; 
set of crates, the helicopter opens up and rips them to wooden 
pieces. When the first one disappears, run to the next set of crates 
and repeat the process. If you’re taking to much damage, you can | 
destroy the crates yourself at the expense of your precious ammo. | 
fes 
| Another helicopter flies in for the kill, but this time you have 
| help. A second train pulls alongside your train and your future self 
attacks the helicopter. Give your other half some time and use the 
Soviet rifle to kill the potential assassins on the second train’s 
rooftops to either side of the future Cortez. A few missiles from the 
future Cortez and you can breathe a sigh of relief. 
Climb up to the next car’s roof. Suddenly, henchmen pop up 
from two or three ceiling trapdoors; drill them before they can get 
off shots. 
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-But only for a moment. Switch back to your machine gun and | Exit through the door and note the rocket packs to either side of 
/ retreat a few steps into the open car’s center. The crashing heli- -the next door. These are ammo refills for the Heatseeker, which 
i copter smashes into the next car and demolishes it. A guard who's | you find on the platform outside of this room. Grab 
_ been set on fire shambles out onto your car. Do him a favor and one of the rocket packs and race outside. 


The train and your past self battle the 
helicopter from the scene that played 
out earlier. This time, you must destroy 
the helicopter. 


_ give him a shot of euthanasia. 


If you run 
out of rockets for ` 
the Heatseeker, slip 
back into the train 
car and load up 
another pack. 
Hide near the car’s left-side wall 

whenever the helicopter shoots at you. Get 
- a lock with the bull’s-eye, and when you receive 

the “Target Acquired” message, release a rocket. Four or five missile 
hits send the chopper out of control and into the first train. 


See E a Sieg Ee rer 
7 running out of ammo at a crucia! time, 


Return to the car with the rocket ammo and cross to the room’s 
opposite side. A cutscene shows you climbing to the roof and 
making a spectacular leap back to the original train. 


Enter the car past the demolished one, and round the corner on 
the three guards in the armory. Two of them are in the open; the 
third one stands behind you as you enter the room. Hit the two 
you can see, and watch as another guard rounds the corner of the 
small hallway in front of you. Shoot him, then swing around and 
greet the guard waiting in the room’s back corner with more bul- 
lets than he can dodge. A final guard usually stays around the cor- 
ner near the back exit door. If you’re low on life, load up on the 
extra ammo, heal with the med kit, and grab the tactical 12-gauge 
in case you want to do some close combat. Then go after the final 
guard in the car. 


| 


You need precise shooting to escape unscathed a second time in a 
l; v 


long train corridor. 


Spectacular leap or not, the noise attracts the guards, and you 
have some more fighting to do. Wait by the entrance for the first 
guard to stroll into view. Cut him down, and he will drop the 
dual-wielded machine guns. With the added firepower, loop 
around to the main corridor to confront his fellow enemies. 


i} E 


Exit via the back of this car and climb the ladder to intercept the 
wormhole that leads to the second train. After the cutscene, you 
get dropped into a train car with four enemies. Three grab 
weapons and attack a few feet in front of you. Slide back and forth 
avoiding gunfire, and finish off your foes when possible. The fourth 
enemy hides behind the steel box in the room’s center and jumps 
up with a gun at the ready. 


Six more guards harass you here. Four charge at you down the 
_ main corridor, one hides out in the open passenger compartment 
on the left, and the last one stays out of immediate range around 
the far corner. Use the Soviet rifle here to maximize your range 
down the long corridor. 
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Enemies swing in from the open train door to assault you and 
Harry Tipper. 


After you cut through the previous enemies, enter the next car 
and start shooting at the three enemies who swing in from the 
open right side. If you’re having trouble, Harry shows up to lend 
you a hand. When you think the battle is over, it’s not. One final 
guard stays on the train that’s now chugging along next to you and 
shoots at you through the open cargo doors. 


A final set of enemies stands in 
the way of you and Khallos. 


The next car hosts a mini-casino. 
Five of the six enemies in here 
cause you some problems 
before you rendezvous with the 


oA mows through the five nicely. Forget about the sixth guard 
passed out on the bar; he won’t stir en the whole shebang. 


Use your uplink to escape the gas trap. 


Take the stairs up from the casino and confront Khallos. After 
taunting Harry about holding his girlfriend captive and initiating 
the missile countdown, Khallos seals you in a deadly gas trap. After 
he leaves, race to the trap’s far end and use your uplink to pull the 
same lever he used to seal you in. The lever opens the door and 
lets you and Harry escape into Khallos’s inner chamber. 


Two more guards pin you in 
Khallos’s room. 


Let Harry open the safe. A 
med kit is inside in case you're 
low on life. When you're ready, 
pull the lever on the wall to the 
safe’s right. This opens a locked 
door back down near the casino, and it lets in two more guards. 


Cut down the guards and return downstairs. Head through the 
unlocked door and out onto the missile car. If you get lost, 
follow Harry. 


main man himself. Your machine | 


The nuclear missile has armed guards around it too. 


Out on the missile car, two guards rush out from the back room 


on the left side. Run forward through the rocket exhaust so you 


clearly line up shots on the two guards before they set up. 


Continue to the back room. Harry tries to shut down the controls 


- but only manages to electrocute himself. He’s temporarily out of 


the picture. It’s oe to you to deactivate the missile. 


You must ole the circuit puze. 


Depending on when you arrive at the control panel, you should 
have about two minutes to complete the circuit puzzle (two and a 


_ half minutes maximum). Rotate the circuit puzzle pieces until you 


connect both blue dots and both green dots. You can’t use the 
same path for both circuits, so concentrate on solving one and the 
other will be a snap to set up. 


MISSLE ARMED Off 
moo ©. 
Wez l 


á The correct solution saves 
| the world from another 
nuclear threat. 


The correct combination 
shuts off the missile and 
= enables you to go after 

J Khallos. Climb to the top of 
~ the train again, and you see 
Khallos i in fis rocket-pack gear. He shoots all kinds of lasers at you, 
and sears the flesh off your bones (and Harry Tipper’s) if you 
stay back. 


= 


Eventually, you wear 
Khallos’s armor down and 
send him flying to his doom. 


All that remains is to drop 
down onto the train’s 
< engine. Together, you and 
Harry put on the brakes and 
save Harry’s girl from a very 


iii ais, 


ma = mm *°S bad death. The two thank 
To defeat Khallos, get in close and hit him with enough shots to you, and it's off again in 
force him to spin out of control. search of the mysterious time traveler, this time to the weirdest 
place yet—a haunted house. 
Charge Khallos and get in tight. When you have a good shot, use > 


your machine gun (or dual-weild machine guns if you have enough : 
ammo) to trigger a whole clip into his chest or head. If you strike s 
him with enough bullets, he spins out of control and resets farther 
down the train. Four or five of these bursts destroy himfor good. 


You and Harry put the brakes on the train before it can cause a 
messy scene with Harry’s girlfriend. 
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1994: Mansion “S/ 


of Madness A 


MISSION OBJECTIVES 
1. Investigate the mansion 

2. Rescue the scientist 

3. Investigate the attic sE u 


4. Locate lab entrance + -E 
5. Defeat the creature (. 0% ile | 
a s HB 


TO 1st FLOOR 


SECOND FLOOR 


© Enemy Encounter 
O Start point 

(B) Baseball Bat 

@ Flamethrower 
@ Revolver 

© Shotgun 

Q Med Kit 


Weapons Acquired 
Baseball bat 
Flamethrower 
Revolver 
Shotgun 


Items Acquired 
Med kits 


Various weapon ammunitions 


Enemies Encountered 
Black ghosts 
Deerhaunter 
Ghost girl 
Giant worms 
Human zombies “* >; 
Princess Or 
Roach swarm E 
Zombie chef a A 


joe 
a 


Zombie meat ~- 


a 
= 


Best Weapon 
Shotgun 


TO COURTYARD 


é 


COURTYARD 
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The Zombie Shuffle 


Burn the ghosts before the 
flamethrower runs out of juice. — 


© If you get in 

- trouble against the 
_ ghosts, spread the fire ` 
from the flamethrower 
in a quick circle to 
burn any spirits on | 
top of you. 


You intercept Jo-Beth attempting to break into the haunted house 
on a dare. 


Move back and forth from the lobby 
next to Jo-Beth to the top of the stairs. 
When you see a ghost, spray a blast of fire 


Your arrival in 1994 lands you next to Jo-Beth Casey, a Valley girl 

attempting to break into a haunted house on a ridiculous dare. She 

claims there are zombies inside, and you're about to discover that in that direction. With luck, you burn it into vapor. Torch four 

there are worse things than that. ghosts, then Jo-Beth opens one of the lobby doors and you escape 
4 = Ñ ; into the next room. 


ae Oa 


Inside the mansion, a scientist immediately tries to warn you. He a ATM | 
doesn't last long. Pick up the baseball bat to knock some zombie heads off. 

When you open the door, a scientist in the main lobby screams |The baseball bat lies in front of the new door. Use it as a back up 
at you to get away. They've performed some horrible experiments, | weapon, but upgrade to the revolver you find in the room's far left 
and judging from the blood on his clothes, things went poorly. _ corner. Quickly run past the zombie maid on the pool table and get 
Before he can follow his own advice, though, a chandelier comes | the revolver. More zombies animate around the room; use the 


revolver to kill each one with a head shot. The baseball bat works, 
but it takes a few swings; meanwhile, the zombies swing back at you. 


= Me 


crashing down and kills him. 


ince 


You need the flamethrower against the black ghosts. 


De F. 
The baseball bat is effective at close range against the slow-moving 
Pick up the flamethrower on the floor next to the chandelier and _ zombies. 


move to the top of the stairs. A group of black ghosts swarms out 


of the walls and fly around you in fast circles. If you sit back, they After you finish a few zombies, the wall opposite your entrance 
pick away at you in no time. They won't go after Jo-Beth, so con- door blows up. It seems the zombies really wanted to get at you 
centrate on keeping yourself alive. and destroyed the wall to do so. Dance around the room and keep 


_ plugging those zombies between the eyes. 


[a 
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The rescued scientist tells you 
to stay away from the attic, 
so, of course, that's where 
you must head. 


You quickly destroy the five 
giant worms if you watch 
their every move and don't 
get caught between two of 
them. The scientist thanks 
you for saving his life and 


The revolver works better than the bat for decapitating zombies. 


continues the horror story that the first scientist in the lobby 
began. He tells you to avoid the attic, so, naturally, you want to 
find the ane route upstairs to see what all the a is about. 


Destroy all the zombies, then the door nearest the hole in the 
wall opens up. The ghost girl stands on this next room's far side, 
but your final encounter with her must wait until you reach the 
attic. Before you can go after her, the ghost makes the fireplace 
spit out a jet of flame that ignites the carpet and sets two zombies 
on fire. The zombies aren't hard to kill, but they may be more 
difficult to aim at since the fire distorts your view a bit. 


Zombies drop from the banquet hall's upper level. 


Back in the room with the burnt zombies, the door across the 
room has opened. The short hall beyond holds a shotgun on either 
wall. Grab both; with its wide and damaging blast, the shotgun is 
your premier pacon against zombies. If one is good, two is better. 


| se ie — 


To reach the garden area outside, you must destroy two burning zombies. 


= Point-blank range is the best 
‘| way to splatter a zombie. 


When those two burning zombies fall, the door to your right 
opens up into the garden area. Five giant worms have two scientists 
trapped up in a tree. One scientist makes a break for it and 
promptly gets gobbled up. To avoid the same fate, switch to the 


The banquet hall is up 
flamethrower. 


next. When you enter, the 
door swings shut and zom- 
bies start jumping from the 
second-story level above you. 
They come in all varieties— 
— : a some with bare hands, some 
_ with baseball bats’ ahd some with shotguns. The shotgun zombies 
are the most dangerous. They can fire at you 
J} from across the room and deal damage. On 
| the plus side, when you kill one of 
| them, you can recover the leftover 
shotgun shells and reload yours. 


” After you killa — 
» zombie, always ` 
“move to that spot. You 

know that area is clear, 


The giant worms don 't like fire, and fortunately you have plenty 
of flames. 


Dart into the garden and wait for a giant worm to come to you. Ti E 
When the earth erupts in front of you, step back two paces and 
give the beast a face-full of hot flames. Hold the burst for a second 
and then release. The worm ignites like a torch; look for another 
worm burrowing through the earth at you. 
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The door to the right leads into a large hall. A door on that hall's 
right opens into a small bedroom with two more zombies. Farther 
_ ahead, a dead body animates into a zombie with a shotgun when 

_ you take a few steps into the hallway. Slay the two bedroom 


|. zombies first—you don't want them ambushing you—then go after 
_ the hallway zombie. 


- | È = | More zombies rush toward you through the door at the hall's | 
NA% 7 i I) end. The nurse zombie moves very fast, so shoot her first, even if i 
<3 y | = | x i š : * 
-95 ~ SS — AN y _ you must waste a shot to simply knock her back. This buys you 
The deerhaunter smashes through the wall and shambles straight time to line up the kill shot. After you kill all these zombies, open 
toward you. _ the door on the right and search for the med kit in the cabinet 
near the crying scientist. 


Jo-Beth helps you with a shotgun of her own, and together you 
smear all the zombies. When the last human zombie drops from 
the upper balcony, the deerhaunter comes to life. Next to the 
entrance door, the mounted deer head breaks out of the wall; it's 
connected to a giant zombie-monster body and is much tougher 
than your average zombie. Circle the room as fast as possible and 
strafe the deerhaunter with shotgun blasts. If it forces you into a 
corner, aim for its head. A successful hit knocks it back a bit and 
stuns it long enough for you to reposition yourself. You may take a 
couple of claw swipes from the thing before it goes down for good. 


TA : Sa 


Cle aning the Attic | eae Jo-Beth as you head into the library. 


After the deerhaunter dies, leave the banquet room. The door _ Repeat your performance in the next stretch of hall. There's a 
opens into a small room with a staircase leading up. A scientist | single zombie in the main hall, but more pour out of the door to 
comes charging down the stairs with a fast-moving zombie on his | the library hall. At that last hall's end, the door on the left leads 
heels. You have plenty of time to line up the perfect shot on the | into the library, where you find the staircase to the mansion's 


zombie—it munches on the scientist first—but it does indicate that second floor. 

faster, tougher zombies are ahead. | 
; 3 Inside the library, on the ground floor, four zombies attack. One 

| fast-moving zombie and one shotgun-wielding zombie make it a 

| trying ordeal. Battle it out, and when you finish (or get low on life), 

| seek out the med kit in the corner. 


_ Climb the stairs and shoot the maid zombie up top while Jo-Beth 
i takes pictures of the other corpse to prove she was inside the 
_ haunted house. Now head into the next hall. 


| 


Head up to the balcony level and destroy the zombies that didn't 
join the banquet party. 


At the top of the stairs are two doors: straight ahead and to the 
right. The door straight ahead leads to the upper balcony that 
overlooks the banquet room. There are still three zombies here. 
Sweep through the area to kill the zombies and gather all the 
precious ammo left near the dead bodies. If you don't destroy 
them now, they follow you when you assault the next hallway. 


AE 


_ Inthe TV room, a zombie defends the hidden med kit. 


You can breathe a little during the next stretch. There's nothing 
_ in the immediate vicinity. All the rooms are empty until you reach 
the hall's end and enter the last room on the right. A TV blares 
white noise inside, and a zombie smashes out of the wardrobe to 
get you. Kill the zombie, and if you need healing, use the med kit 
_ in the floor cabinet. 


Clear unwanted undead out of the hallways. l 49 
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A swarm of bugs attacks, and the only chance of survival is the 
flamethrower. 


When you continue down the main corridor, a huge swarm of 
black roaches surges forward. These things are tough! Have your 
flamethrower at the ready, and you probably use it all up killing 
the individual bugs. Attack with short puffs while you backpedal 
away from the swarm. You must circle the hall a few times as you 
torch the roach swarm when it gets close to your feet. 


Eiza i} f a 3 sk | 


Finish off the 


Back in the main hall, there are two rooms on the right side near 
where the swarm started its attack. The first holds a shotgun, so 
stock up on ammo. A fast-moving zombie animates in the second 
room. At the same time, two more zombies shuffle out from the | 
dining room on your left. Retreat into the hall and deal with each 
as it comes. 


In the dining room, two more zombies explode out of the 
wardrobes on the walls. Move in close with the shotgun on one, | 
and then turn and splatter the second one. | 


= Rog 


The ghost girl throws zombies and waves of flame at you. 


Head down the hallway and take the door on the right. It opens 
to the attic stairs and a long-awaited checkpoint to save your progress. 


When you enter the attic, locate the ghost girl at the center. She 
commands six zombies in the attic—one off to your left, three 
_ flanking her, and two in the back with shotguns. Defeat all 
_ the zombies, and the ghost fades away. 


and hide behind the attic supports to 


| Dodge the ghost girl's attacks by staying 
-on the attic's opposite side when the 
` attack slowly fires off. 


TIP 


| zombie and its three friends attack, but now you have plenty of 
| room behind you to maneuver. 


| The scientist warns you that there's more trouble below. 


IMA OF 


The attic supports lend you 
great defense. 


Of course, it won't be easy. 
In the confined space, you 
must dodge the zombies, the 
` shotgun blasts, and the 
waves of flame that the ghost 
= girl gushes forth. Think 
~ defense at all times. Blow 
back any zombies near you, 
avoid 
shotgun blasts and the ghost's fire attack. 


Mera 
ofthe 


You can see 
the ghost girl fire 
attack coming. When — 
| she blasts one side _ 
\ of the attic, dodge / 
à to the other side. / 


| Defeat the zombies in the attic passages. 


As the last zombie tumbles to the floorboards, the ghost girl 
fizzles out and you continue on. A new zombie rips through a part 
of the wall. Destroy it, then slide through the tight passage beyond. 


A zombie lies on the floor ahead; you can't kill it until it 
animates. Unfortunately, if you walk past it, you move into an 
ambush with its three friends in the next room. 


Run by the zombie; as it climbs to its feet, slide back past it. The 


= 


ua 


When the zombies are all splattered to pieces, follow the passage 


-until it drops into a large loft. On the one side, a dying scientist 
| tells you that the entrance to the secret lab you must find is 


through the kitchen. Take the med kit next to him if you need health. 


er a 
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At the bottom of the stairs, four zombies attack you with shot- 
guns. Pick off the maid by shooting down from the stair landing; as 
you come down the stairs, nail the one to the left of the stairs’ 
base. Dance around until you pop the other two: a still target takes 
a lot of damage against multiple shotguns. 


| The zombie chef and his zombie meat present a challenge. 


Cross back over the rubble and join Jo-Beth again. Together, 
~ enter the door on the courtyard's other side (which was previously 


: : | BE E o = _ locked). Follow the corridor to the right and into the kitchen. 
You drop through a hole to the kitchen area, but it's not all bad 


news—there's extra ammo in the pantry closet. A zombie chef and his animated meat fill this room. You can't 
; | step more than two feet before a hunk of beef is chasing you 
As you pass through the next door, the floor gives way and you. | down. Since the animated hunks of meat don't have true heads, 


drop to the courtyard level. Go down the stairs and speak with the ` they're tough to bring down. Just keep shooting them with the 
scientist in his room. After his pep talk, open the door on your left shotgun and eventually they don't get back up again. 
and examine the pantry on the right to restock on ammo and health. 


The door behind the second 
zombie chef brings you to the 
level's end. 


After the first chef falls, go 
| through the back door and 
attack a second chef. This 
chef wields a shotgun; he's 
the last enemy on the map, 
so let him have it with 
everything you have. Beyond the 

second chef is a hole that leads 
down into darkness and screams. 
And this is what you fought so 
hard to reach? 


Princess doesn' t behave like proper royalty, so you don' t have to be nice. 


Head through the doors and out into the courtyard. When you 
approach the large well, the building shakes and debris collapses 
behind you, sealing you in. A gigantic monster by the name of 
Princess rises out of the well, and it takes all your skill to bring it down. 


Shoot the eye to kill the giant 
creature. 


Run away from Princess when 
the creature prepares to attack. 
It can grab you with its claws or 
teeth, or it can breathe or hurl 
fire at you. None of the above 

= i are good for your longevity. Stay — 

to its side—or better still, its back—at all times. When you can, fire 
shotgun blasts at its side and face to slowly whittle it down. 


To seal the deal, strike Princess in the eye. After its volley of | f i 
attacks, Princess rises up and its yellow eye, located near the log 
bottom of its body, becomes exposed. A point-blank blast into | } 
the eye deals a lot of damage. Keep hitting the eye until Princess 
slithers back into its hole. 
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MISSION OBJECTIVES 
1. Uncover the identity of the mysterious time traveler 


2. Protect Jo-Beth from the zombie horde 


3. Eliminate Princess 
4. Escape from the catacombs 


Weapons Acquired 
Ghost gun 
Harpoon gun 
Revolver 
Shotgun 


4 Items Acquired 
Med kits 
Various weapon ». W- 


ammunitions J 


h DN 


LEUEL 4 


TO LEVEL 3 


LEUEL 3 


TO LEVEL 2 


TO LEVEL 4 


© Enemy Location 
© Ghost Gun 

@ Harpoon Gun 
@ Revolver 

© Shotgun 

O Med Kit 

© Ammo Refill 


TO LEVEL 6 


Enemies Encountered 
Ghosts 

Human zombies oe 
Lightning zombies ea 
Princess Of p \ 


Shapeshifters À K 


Best Weapon 
Shotgun 


Maps depict Normal Mode 
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LEVEL 5 


TO LEVEL 4 


Mii ti4444 
SeIE OTERO RNS 


TO LEVEL 2 


Jo-Beth only sticks with you a short time before getting into trouble. 


The bottom of the pit you found at the last mission’s end brings 
you into a warehouse. There are boxes piled all over the place, 
which an unseen force tosses around, and a chill settles on your 


skin. It’s all to unnerve you, though; there aren’t any encounters 
for the first few areas. 


ey 


| What you think is Jo-Beth turns out to be a shapeshifter. 
You think you’ve found Jo-Beth taking pictures of a corpse hang- 

ing by a rope. As you approach, raise your revolver at Jo-Beth’s 

head. Why? It’s not really Jo-Beth. It’s a shapeshifter that looks like 


her. The shapeshifter and three of its friends rush you and attempt 
to bury their teeth in your neck. 


The rotted floor gives way near the entrance and drops you into the 
catacombs. 


Four shapeshifters swarm 


you in seconds. 
Move next to Jo-Beth and pick up the extra revolver ammo on 


the floor. You need it later. Follow Jo-Beth around the corners until | 


she explores a side area and falls through the floor. Now you have 
to go save her. 


You have only the 
revolver, so aim carefully 
and squeeze off head shot 
after head shot. Track the 
shapeshifters that move 
the quickest and fire on 
them first. 


Take the door on your right, then pass the deep pit and go 
through the open door. Halfway down the hall, the floor gives out 
and deposits you into the catacombs. 

4 | 
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Follow the passage to the next area. Jo-Beth hangs by her ankle 


from a rope attached to the ceiling. Someone has set up a The catacombs transform into the research labs. As you walk the 
makeshift zombie trap, and now Jo-Beth is caught. Zombies start | hall, you see a scientist through the window on your left. It’s too 
to come out of the woodwork; stop them before they get close | late to save him from two zombies, but you can save yourself from 


enough to take chunks out of Jo-Beth. 


the scientist zombie that hobbles toward you. 


1 the last zombie, Jo-Beth 


lf fran +h t 
elf from the trap. 


~ If Jo-Beth is "i 
low on life, stand 
next to her at the 

trap and soak up some 
of the zombie hits until 
T you can eliminate the 
foul creatures. 


Shoot the dead scientist and round the corners until you can get 
at the zombies in the security room. The two you previously saw 
attack first; when you get through them, the scientist they 

munched on (now a zombie) rises to stalk you. 

First thing first, run up the stairs z ee TS 

and get the shotgun. You need its ‘ =.) 
zombie-shredding power to wipe 
out the wave of undead that’s about 
to hit. Glance to the left and right of 
Jo-Beth and blast the closest zombies. ag i 
Keep on the move and run in close to a zombie if you can line up a | 
good head shot. 


allway door. 
Gun down the last zombie and access the computer in the 
corner. The security panel opens the locked door in the hall behind 
you. View the cameras in the upcoming containment area to see 
inside the cells. To stock up on extra ammo, pick up the box of 
shotgun shells on the floor next to the security computer. 


After you save Jo-Beth, retrieve the extra shotgun ammo from 
under the stairs, and then go up the stairs and wind through the 
girder area until you see the stairs heading down to the second 
level. Two zombies, one on each flight of stairs, charge up at you. | 
You get one free shot at each before they start throwing punches. 
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| Exit the security room and go through the recently opened door. 
There’s a set of stairs ahead with an electrical cord dangling and 
_ sparking. Avoid the cord and splatter the zombies in the hall. 
However, these zombies aren’t the normal variety; they can shoot 
_ lightning from their bodies. 


You can experiment 
on the scientist in the 
containment cell. 


| Restock on your ammo 

| here (a box of shotgun shells 
and a box of harpoons are 
available), and then visit the 
second containment room. 

| Go to the shelf and pick up 

} _ the revolver refill and a med kit on the floor adjacent to it. 


| Slide back and forth, dodging the lightning blasts and return fire 
with your shotgun. Destroy the first lightning zombie at the corner, 

then nail the two on the next flight of stairs. A final group bristles 

with energy in front of the door to the next lab. 


| The second containment lab 
+ holds a valuable med kit. 


O, S% 


While Jo-Beth figures out the next computer, you must guard her back. 


Enter the next room and grab the harpoon gun beside the first | 
chute. Jo-Beth goes to the computer to open the locked door. To ` 
buy her time, guard her back as zombies slide down the chutes 
behind each of the three platforms to your right. Shoot the closest 
zombies first. If you have time, wait until you trigger a perfect 


head shot. Conserve shotgun ammo if possible, and use the | A one-time scientist now 
harpoon gun when the zombies start to press in on you. feeds Princess in its hole. 
With ammo running low, Head back into the 
blast the final zombies corridors and continue until 
and let Jo-Beth open the you reach two doors. The 
next door. left one leads to the pit area. 
; _ In his zombified state, the lead 
Leave the room after _ scientist, Dr. Harvey, feeds Princess in her hole. He doesn’t do any 
Jo-Beth opens the door. | harm, so leave him be and double back to the second door in the hall. 


Follow the corridor to the 
eṣ] stretch that has a contain- 
= ment room window on the 
right side. Pop the zombies that show up, and then enter the first 


containment room. You find the mastermind 


behind the zombie experi- 
| ments, but he tricks you and 
1 captures Jo-Beth. 


A 
g" 


The right door leads into a pentagram room where you catch up 
` with the mysterious time traveler. Before you can capture him, he 
opens a trapdoor under you and seizes Jo-Beth as his hostage. 


Battle the zombies outside the first containment lab. | 


Access the computer to call up the control panel that operates 
the containment cells. To see what was going on here, enable the 
system, and the program runs through all the horrible experiments 
on the victim in the cell. 
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Ghost Busting 
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It's a wild ride through a mine shaft filled with hanging zombies. 


You land in a mine car that begins rolling through a mine shaft. 
The roller-coaster ride takes you by hanging zombies; to avoid 
damage, destroy each one before smacking into them. 


Target each zombie at a distance and catch them squarely in the 
face. You get only one shot on each before you crash through the 
zombie’s outstretched arms. 
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With both Cortezes, the zombies and ghosts don’t stand a chance. 


When you reach the end, the future Cortez ducks down the left 
passage; you take the right passage. You immediately recover the 


ghost gun; after you arm it, you can see into the spirit world. 
mE a T pa ne es = 
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You take care of the zombies while your future self destroys the 


unseen ghosts. 


The final straightaway dumps you into an area where you meet 
your future self. Future Cortez has the ghost gun and wants to 
annihilate all the ghosts in the area. He needs your help to 
explode the zombies so he can remove the ghosts. First, run to the 
wall in front of you and stock up on shotgun shells. Lock and load 
the shotgun to battle the zombies. Then follow the future Cortez 
through the catacomb corridors and focus on blasting fiery and 
normal zombies. 


At every stretch of the catacomb maze, you encounter one or 
two zombie groups. Go for the faster ones first and make sure the 
fiery zombies stay down since they cause the most damage. 


| On the return trip, pick up the ghost gun and hunt the 
restless spirits. 


The ghosts appear as red shimmers. Watch for them at a distance 
and zap them before they zoom in quick and hurt you. Six or 
seven ghosts haunt the place; quickly move around the corridor 

_ loop to pick up a med kit at the end and heal back to full. 
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| 
| Teamed up with your past self now, you zap the ghosts this time 
| while he blasts the zombies. 


Your journey connects you back to the mine shaft where you 
` meet your past self now. This time, you run through the maze 
_ hunting ghosts while your past self knocks off the zombies for you. 
| Stay with the past Cortez and let your combined firepower work 
| through the monste 


= 


| It’s time for round two against Princess. 


| However, you go away from the ghost gun on this trip so it’s advis- 
| able to pick up the extra shotgun shells by the hole in the ground. 
| The hole drops down into the cavern that serves as home to the 


1 
d 


Eventually, you reach the spot where you separated last time. 


giant creature Princess. 


Round two with Princess is a bit more difficult. There is no eye to | 
shoot out. It attacks in a similar pattern as in the last battle—claws, _ 
mouth, fire breath, and fire balls. The big difference this time is 
Jo-Beth. The mysterious time traveler has lowered her into the pit as a 
snack for Princess, so it’s a race against time to kill Princess before it 
devours Jo-Beth. 


ite 


Aim for the canister in Princess’s 
mouth to release the poisonous gas. 


CAUTION 


At the battle’s start, Princess 
gobbles up a scientist, and a 
poisonous gas canister gets 
caught in its mouth. A few choice 
shots with the harpoon gun 
punctures enough holes to poison the 
thing. When Princess breathes or hurls fire, 
run around the ledge until you’re out of range. Make it mad, and 
when it roars, put a hole in the canister. You can also shoot 
the canister through its teeth from the side, but that shot is 
much tougher. 


You can fall 
into the lava pit 
fighting Princess. 
Stick near the cliff 
walls and, if you need to 
dodge on the thin ledge, 
avoid running back and 
forth. It’s best to circle 
around instead. 


The elevator brings you up to the control room, where accessing 
Jacob Crow’s files sets off a self-destruct sequence. 


Three good shots release enough gas to kill Princess and save 
Jo-Beth. Grab the extra harpoons by the side of the elevator near 
the rear side of the cavern, commandeer the elevator back up to 
the second level, and rendezvous with Jo-Beth. Navigate back to 


the pentagram room and go through the set of doors there into the 


main control room. 
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| Don't bother killing stuff on the race for the exit. 


Hack into the computer on your left. You find the time 
traveler’s private records, and for the first time, 
you Officially identify the man as Jacob 
Crow. Unfortunately, this triggers a 
self-destruct countdown in the labs. 


You have no time | 
- for monsters during \ 
the self-destruct — 
sequence. Run for | 
| the elevator and / 
don’t stop. 4 


You have less than two minutes until a big 
bang. Run back through the whole level to the elevator on the far 
side. You know you're close when you see the lightning zombies 
again. Unless a monster pins you down and you have to knock it 
back with your shotgun, don’t stop for anything. Reach the second 
elevator (not the one you just came up) past the security room and 


. up the stairs to escape the explosion. 


Jacob Crow’s older self meets his younger self, and both escape 
before you and Jo-Beth can stop them. 


Topside, you and Jo-Beth see the future Jacob Crow talking to 
his past self. He explains about the time crystals and how, in order 
to live forever, they must start all their ingenious plans now, in his 


` past. Before you can react, both Crow versions time travel out of 
` 1994. You say good-bye to Jo-Beth and travel 58 years to Crow’s 
- futuristic U-Genix headquarters. 


a W 


2052: Breaking and Entering ` 


primagames.com 


2052: Breaking and E 


(MISSION OBJECTIVES 
1. Penetrate rooftop security 
2. Locate Crow’s office TO TOOR Go 
3. Protect Amy Chen 
4. Activate fire-suppression system A 
5. Help Amy gain access to Crow’s floor | aa -a 


7. Return to the lift 


6. Access Crow’s terminal o iy 
Qet d i 


CEgJgeEn 

© Enemy Location 

© Start Point 

® 1x-18 

@ Mag-charger 

© sBP500 

Q Armor 

®© Time Disruptor Grenade 
© Med Kit 


TO ROOFTOP 


FLOOR 66 


TO FLOOR 65 


U-GENIX ROOFTOP 


| Mag-charger | 
SBP500 | 
| 
; g = 
_ | Items Acquired i Ss A 
| Armor m, 
| Med kits at 


Weapons Acquired 
Dispersion gun 
LX-18 


| Time-disruptor grenades 
| Various weapon ammunitions 4 


| z 

| Enemies Encountered 
| U-Genix guards 
U-Genix robots <^; g 


| Best Weapon 
| SBP500 


Maps depict Normal Mode 
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FLOOR 65 


ELEVATOR TO 
FLOOR 64 


TO FLOOR 66 


FLOOR 64 


ELEVATOR TO 
FLOOR 65 
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Evasion Invasion _ 


S| Cut through the eyebeams to reach the security room. 


You arrive in the future, but someone has beat you here as the role 


4 a Head to your left and round the first corner. Twin laser eyebeams 
of infiltrator. 


- secure the area. In order to bypass them without raising the alarm, 
use the mag-charger to blast the square control panel on the left 
wall behind the beams. This deactivates the beams for safe passage. 


Anya beams you into the future on a stealth mission to follow 
Jacob Crow’s trail to the U-Genix Corporation, though. Another 
agent, Amy Chen, infiltrates the building first, and you’re going to 
be eating her dust for a while. 


Run to the end of the alley and make a right. The door at the 
corner leads to the rooftop security room. If you’ve been stealthy, 
_ you can open the door quietly and pick off the guard standing with 
- his back to you at the control panel. If you’ve made some noise, he 
is on the left side and ready to shoot. 


ReStion Security VSR, S1 
Alarm Systems Status 


Cameras Disabled 


Autoguns Disabled 
Laser Trips Disabled 
Robota 


The first guard gives up the mag-charger. | ;  feientitcation | 
U-Genix guards and robots circle the roof; use precise movement | ss 
and stealthy tactics to get inside without raising the alarm (and 
getting plugged by a million bullets). Your first step is retrievinga __ 
weapon. Fortunately, there’s a single guard on the roof with his _ Go up to the control panel and disable the cameras, autoguns, 
back to you. Use your uplink to pick up the white container and _ and laser eyebeams. Open the roof access door. When you do, a 


hurl it at the guard’s head, knocking him out. Steal the mag-charg- | few more guards enter the area through the opening door. 
er for your infiltration below. | 


| Shut off the alarms and safeguards via the control panel. 


A second guard enters the security room at about this time. Drop 
_ him with the mag-charger and retrieve his 
- LX-18 for a weapon with conventional 
_ projectiles. Switch to the LX-18 (unless 
| you have an electrical target to fizzle) 
and exit the security office. 


When you 
gain the LX-18, set ` 

the mag-charger 
_ aside. Save its energy — 
for disrupting security © 
_ devices inside the | 

i building. 


The mag-charger disrupts the robots and cameras. 


Wait for the robot to patrol near the rooftop and blast it witha | 
few mag-charger shots. When its head rolls off, you know you’ve 


stopped it. Descend the steps and blast the cameras on either side 
of the stairs (attached high up on the building corners). 


di, 
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Even though the alarms are off, a few guards still patrol the roof. 


You still have half a dozen guards patrolling on the roof. Turn to 


your left and hug the roof’s outer perimeter as you veer toward the 


roof access point. Avoid combat if you can, but if it comes, rush in 
and go for a head shot with your LX-18. To reach the access point, 
go left at the corner, right at the next building, then left again at 
the next corner. Follow the roof to the back corner to find the new 
doorway open and inviting you in. 


| À 


Play it smart and disable the security devices one by one. 


Inside the complex, your first set of stairs has a laser tripwire 
across it. Shut the eyebeams down by leaning in close to them and, 
without grazing them, shooting the small control panel on the wall 
down the steps to your right. If you trigger this alarm, the automated 
gun above takes your head off. 


A tech surveys the equipment 
by the air ducts. 


Follow the steps down to 
the next level (marked “66”). 
Get ready with the mag- 
charger. There’s a camera up 
on the wall to your right when you enter, and around the corner is 
an autogun hidden up on the ceiling between the air ducts. 
Disable both and creep up on the tech across the room, catching 
him by surprise. 


1S 


Miinan 


— 


PRIMA OFFICIAL GAME GUIDE 


i = 


| Continue to disable the eyebeams and automated gun turrets. 


The next door has a laser tripwire. Shoot out the glass pane on 
the door’s left side, then use your mag-charger to blast the control 
_ panel on the left wall in the next room. The lasers shut down and 
_ you enter freely. 


Wipe out the lone guards as quickly and silently as possible. 


The next room is a bit tricky. At the corner, peer around and 
look for the autogun near the ceiling at the hall’s end. It’s a difficult 
shot, and you have only one or two tries before the alarm sounds. 
Shoot the turret, then wait for the single guard to explore the 
noise. Take him out with your silenced LX-18. At the hall’s end, 
near the back door, a single camera watches over 
the area. Approach slowly and deactivate it 

_ with your mag-charger. 


CAUTION 


Inthe next hallway is a single guard 

and an autogun at the end. Wait for the 

` guard to walk away from you, then cap 

| him in the head. You still have a few shots 

_ left with the mag-charger, so remove the 
autogun threat high up on the far wall. 


— F 


If you sound 
the alarm in any 
room, you have more 
_ guards to deal with 
_ than if you crossed © 
through silently. | 


If you seize the main security station, help out Amy Chen down below. 
Continue and enter the only unlocked door in your area. It leads 
into the main security room, and there’s a single guard on duty. 
| Quickly blast him with everything you have; he has an SBP500 and 
can return some serious autofire. Gather the armor, med kit, 
_ SBP500 ammo, and the time-disruptor grenades for the upcoming 
© war games. 
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Go to the control panel and access the system. Watch Amy Chen 


as she infiltrates the complex. Eventually she gets caught in an 
office, and you must help her out by tapping into the autogun in 
the room. Blast as many enemies as possible, especially as they 
pile through the door in the top right corner. 


The first robot hurts you, while the second one helps you. 


When you defeat the security forces around Amy, retrace your 
steps to the stairwell by the Level 66 door. Watch out for the 
autogun in the stairwell corner. Hopefully you have a mag-charger 
shot left to disable it. Otherwise, use your LX-18 and keep moving 
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| The responding security force smashes through the conference room 
` windows to come after you. 


Exit the room with the cleaning robot in it and turn right. Go 
through the doors, and shoot the tech who exits the conference 


room on your left. 


Enter the conference room and prepare for a massive battle. 


Guards rappel through the windows in droves. Fire and move as 
| much as possible. If you can close on someone without the threat 
_ of return fire, hold the trigger for constant fire from your SBP500 


so it doesn’t lock on you. and wipe that opponent out. 


Head down to Level 65 and enter the small 
area. The doors beyond open to a hallway 
with a robot patrolling the far end. When 
you see the robot disappear around the 
bend, run at full speed to come up 
behind it and unload with the SBP500. 

the guns can’t 


TIP get at yOu. 4 


Access the control panel on the left wall — n 
and call out the cleaning robot. It’s harmless 
and opens one of the locked doors behind you. 


TIP 
Office Warfare 


The robots ~ 
have fearsome 
| machine guns up 


front. Always attack | 
from the rear so / 


| A time-disruptor grenade helps you evade the overwhelming odds in 
| the conference room. 


The cleaning È 
- robot panel can © 
also be used to ` 
shut down the j 
. security robot. ⁄ 


When you beat the guards rappelling in, the door to your left 

| opens and another group and a robot enter. Throw one of your 

_ time-disruptor grenades to slow things down a bit. As your 

_ Opponents move in slow-motion, dodge around them and fill them 
| with as many holes as possible. At the conflict’s end, pick up the 

- dispersion gun from one of the dead guards. 


Stock up on equipment. 


In the next hallway, sweep 
À both bathrooms for extra 
j equipment. The women’s 


Collon the deani bot into th A h a | : i bathroom holds a med kit 
OPE E ceaning robor into He rooi. Access the control pane _ and armor. The men’s bathroifi houses a drunken guard in the last 


to your right. It commands the fire-suppression system. Trigger that | stall. Open the door and shoot him to steal his ammo. 
to override the security locks on the doors. | 


When you trigger the fire alarm, stealth goes out the window. 


Enter the storage room to your right and move into the corner 
opposite the barrels. Place a few bullets into the barrels; one of 
them ignites and sets off the sprinkler system. So much for stealth. | + 
The whole building is on alert, but now you can access areas you . 5 
couldn’t before. 
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Open the next door and throw a time-disruptor grenade inside. 

~ Rush into the hallway and get behind the guard and robot firing at 
the doorway. Destroy these two, then turn your attention to the 
remaining three in the next stretch. Two charge at you, and the 
last guard sits behind the copy machine in the back right corner. 


Run down the hall and head through the doors to the next area. 
Amy meets up with you; work together to get to the bottom of | 
Crow’s plans. Three guards defend the next corridor, so be careful. 
Despite teaming up, you still do most of the shooting. 


ak into Crow’s office 


Use another time-disruptor grenade to break into Crow’s offiċe. 
One guard is to the door’s immediate right, and one is in the back 
left corner. There’s also a guard and a robot near the desk. 


Amy hacks into the computer in the office to your right. Stay | 
close to her and defend the room from the waves of guards that try | 
to disrupt your plan. Most come from the door, but some rappel | 
through the window. Glance around at all times, and throw another 
time-disruptor grenade if you need to even the odds. After the fight, 
head to the office across the — and pick up the med kit there. 


the underground 


earch lab is where you 


security. 


irst youn aust survive the backup 
_ With access to Crow’s personal files, Amy determines that she 
must penetrate the research facility beneath U-Genix’s office 
| building to gather further evidence of his illegal activities. You 

| agree to help her down there—you must find Crow after all—but 
_ first you must make it back to the elevator alive. 


Two more guards rappel through the window opposite the door. 
Hit them from the side before they can right themselves, then 
prepare for an assault against a last group of guards in the hall. 


Follow Amy back to the elevator. It drops you down to Crow’s If you have any time-disruptor grenades left, now is the time to 
floor and into another den of guards. use them. 


rops 1 off on the floor below and into a mess of quards 


Two of them fire at you before the elevator even lands. Fire back | & 
from the elevator car and down them before proceeding into the 
main hall. 


Let Amy take the lead if you’re wounded. Rely on a steady 
stream of fire from the SBP500 to chop the guards down one by 
one. At the hall’s end, more guards and a robot reinforce from the 

elevator area. Fight your way through them, and you’re one step 
` closer to catching Crow. 
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2052: You Genius, U-Genit gan | 


Enemy Location 


MISSION 

OBJECTIVES O Start Point 

1. Find Jacob Crow @ Finish Point 

2. Obtain an employee's ID card EET © Dispersion Gun : ~ 
3. Advance past the security area with Amy ; dan T @ Flamethrower 

4. Pass through the sterilization sensors @ injector 

5. Clear the area of hostiles © SBP500 
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| In the employee’s room, you gain the tools you need. 


The elevator ride drops you off in the research complex below Inside, you discover an ID badge, some armor, and the injector 
U-Genix’s corporate HQ. _ (which you later use against the mutants). You also outfit yourself 
in an official U-Genix doctor’s suit to better explore the facility 


Beneath U-Genix headquarters, set off with Amy Chen to prove | without hassle: 


you can best anything Crow throws at you. While Crow’s speech 
blares at you from the big screen overhead, exit the room through 
the door and follow the passage down to the first circular room, 
and ready your starting weapon—the LX-18 pistol. 


Without an ID, Amy can’t pass through the security field in the 
next room. 


Now that you have the ID card, return to the room with the 
; locked security door. Your new card opens the door and enables 
security door. you to reach the security checkpoint ahead. Amy can’t pass 
through it without raising the alarm, so you must. break down the 
security measures. 


Destroy both spiderbots to enter the room with the sealed 


A spiderbot bounces around in front of the doorway. It’s easy 
pickings, even for your pistol. Stay back far enough to avoid the 
spiderbot’s machine-gun fire while you finish it off with a few 
shots. A second spiderbot soon arrives through the door on your 
left. Immediately jump on top of it and fire some deadly shots at 
point-blank range. A locked security door is to your right; come 
back after you gain an employee ID card. 


Chat with the guards and then sieze control of the security measures 
on the command platform. 


Destroy the spiderbots so you can enter the showers and steal the _ Walk straight through the red security tunnel, which recognizes 
room keycard. - you as a certified U-Genix member, and speak with the two 
- guards. They leave you to wander up on the command platform to 


Head through the door and enter the next room. Two more 
spiderbots attack. Fire accurately to avoid taking damage. The 
door that the second spiderbot comes through leads into the 
showers. While two guards chat in the stalls, sneak in and grab the 
red room keycard. Return to the previous room and open the door 
on your right. 


“check e-mail.” 
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Control the railbot and use it to fire on the security guards. 


Access the computer and click on the icon to control the railbot 
circling the room. Through the camera feed on your computer 
screen, target the two guards below with the railbot’s gun and let 
them have it. 


a 


Deactivate the security field so Chen can meet up with you. 


After both guards fall, leave the computer and click on the red 
“lockdown” button next to the computer to disable the security 
measures and let Amy into the room. Frisk the fallen guards; one 
of them has a dispersion gun on or near her body. 


Continue through the corridors to the green security door. 


Go through the open door behind the dead guards and into the 
next corridor. You pass a lab that goes into red alert when the 


experiments get out of control. U-Genix personnel die, but there’s 


no danger to you—for the moment. You can only imagine what 
sort of horrible things the U-Genix scientists have been up to. 

Make sure you pick up the time disruptor 
grenades on the right side of the corri- 
dor. Continue past the green security 
door, which you can only enter after 
you're sterilized. 


~ Save your 
time-disruptor 1 
grenades for the main | 
security chamber at | 
the level’s end. You’re ~ 
: going to need 3 
them there. 


| Amy downs the first two guards, and you must finish off the two 
+ behind the door. 


Your diplomatic approach doesn’t work, so force your way into the 


| sterilization chamber. 


Follow the stairs down to the sterilization area. You get the 


_ runaround by the tech crew there, so shoot the first doctor manning 
the sterilization chamber. Amy steps in and activates the controls 

. as you loop through to clean yourself up in the chemical bath within 
| the sterilization chamber. 


When you exit the sterilization chamber, the guards have finally seen 


| through your disguise. 


When you exit out the other side, the U-Genix guards arrive to 


_ put a stop to the intruders wrecking havoc in the area. Down the 

| first group by dodging back and forth while returning accurate fire. 

| One of the heavily armored guards in the second group, however, 

_ has a dispersion gun. Don’t let it hit you square on—it can smash 

_ you dead with a single hit. Use the walls as cover and trigger a 

| steady stream from the SBP500 on any exposed targets until they’re 
` all down. 


Double back to the green security door and enter the new area. 


_ The corridor leads to a research area with workers up front and a 


guard planted on either side of the rear door. 


Amy takes care of the guards. As she approaches them, position 


_ yourself in the corner and look out the window to the door’s left. 


Two more guards are in the corridor behind the door, and when 
Amy pulls her moves, you must remove them before they pose 
a threat. 


In a matter of seconds, Amy distracts and then disables the two 
_ guards. That’s your cue to shoot down the two guards who 
_ reinforce behind the door. With four downed guards on the floor, 
_ grab the med kit in this room, and continue into the cargo area. 


F 


Railbots turn into spiderbots in the cargo area. 


A railbot slides along the ceiling to either side of the cargo area. 
Shoot at the right one from a distance. When you hit it square, the 
railbot drops to the floor and becomes a spiderbot. Neutralize it 
with several shells. Repeat the process with the railbot on the left 
side; stay in cover until you can locate its exact position. 


j Eo | One of the doctors gives you 
a special serum to combat 
| the mutants. 


Run out of the cargo area 
and down the stairs to the 
next landing. Two doctors 
= have stopped here, appar- 

<= ently overwhelmed by the 
horror they just left behind. One of the 
doctors gives you a special serum that 
will slay the mutants if injected 
properly. This enables your injec- 
tor, which is your primary 
weapon against mutants. 


Prepare to 
switch back 
and forth between 
the injector (against ~ 
mutants) and your other ~ 
weapons (against the | 
U-Genix guards 
and robots) 


Held nothing back in the large research lab. 


Continue down to the large research lab. When you go through 
the double doors, hug the wall on your left. Three guards round 
the corner looking for blood. They have significant firepower and 
good armor. To avoid a bloody fight, aim for their heads with a 
_ concentrated spray from the SBP500. 


| terminal and leaves you to fight the mutants on your own. 


_ conventional weapons have little effect on 
_ them. Your injector is another story. 


CAUTION 


~ guards fight it out in the next room. 
_ The mutants win. Load up the injector 
` and shoot each one with a single dart. A 


= 
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Amy Chen takes a different route. She flips into the room and 


_ does an acrobatic roll, killing two more guards near the entrance. 
_ That frees you to seize the command platform above. 


agen 


_ 


After you silence the guards in the area, Amy hacks into the 


Climb the stairs and engage the three guards up top. One uses 


the lower concourse, one hides behind the pillar to your right, and 
| one charges straight at you. Down the charging guard, then move 

._to your right and fire on the guard behind the pillar. When he’s 

_ down, you and Amy can coordinate on the last guard. She stays to 
| conduct further research on the computer, while you move on to 

| find Crow. 


Mutant Town 
: 


| Mutants overrun the U-Genix guards and then come after you. 


In the next room you get your first glimpse of the mutants. 
Hideously deformed, the mutants can take bullet after bullet; 


Mutant 7 

explosions can — 
cause severe 

- damage if the chunks © 

hit you. Stand back 
when you fire off 

_ your injector darts. 


Let the mutants and the U-Genix 


successful hit explodes them in a big, gooey 
mess. If the U-Genix guards prevail, switch to 


~ your SBP500 to wipe them out. Enter the room and grab the 
} flamethrower for future use, and take the med kit for an immediate 


health benefit. 


Your new dispersion gun 
works well in the confined 
space of the corridors. 


2052: You Genius, U-Genix 


primagames.com = 


There’s a small corridor that connects the research area to the 
generator room. A guard runs into you here, trying to escape the 
mutants in the generator room. Despite his rush, he stops to attack 
you. Since you know he’s coming, perform a quick headshot 
without much trouble. 


More mutants clog the 
corridors past the 
generator room. 


Exit through the back door 
and assault the next enemies 
on the stairwell. Two 
mutants attack on the stairs’ 
lower level, while a third 
mills about the top area. 
ft in the mess. 


Two mutants on the top level shamble toward you. 


Mutants swarm the generator room and overwhelm the U-Genix 
guards. They turn invisible then visible for a few seconds and can 
periodically blast out a blanket of electricity. Kind of reminds you 
of a TimeSplitter, doesn’t it? These early prototypes of the 
monsters you know in the future cause you 
as much harm or more than their future 
counterparts. 


CAUTION 


In the generator room, a mutant 
shuffles toward you while you stand in 
the doorway. Puncture him with a dart 
before he gets close. Two more kill some 
U-Genix guards at the top of the stairs 
straight ahead. Hit each with a dart on their way 
back down the stairs. 


= N E. 


| Cycle back to your SBP500 to again battle the U-Genix guards. 


Pull out your SBP500 for the new area at the corridor’s end. 
_ When you open the doors, you see two guards talking in the 
| intersection up ahead. They spot you almost immediately, and one 
breaks off to the left. The second charges at you. 


Avoid the 
mutant lightning 
bolts at all costs. 

The charge can easily 

drop your life to 

zero ina 
heartbeat. 


Blast him with your autofire, and then aim for a second set of 
guards behind him (one near the crates and one inside the glass 
guard station on the right). As they fall, race around the corner to 
the left and down the stairs to the enclosed area below. The guard 
who ran before hides in ambush here. Don’t give him a chance to 
react. Run up to him and blow him away with your SBP500. 


_-Unlock the master lock and beat the defenders to earn the 


` big reward. 


ES 


Sheath your SBP500 and switch to the injector, which can explode 


; i Run to the hall’s end and unlock the master lock. This opens the 
mutants with a single dart. 


door you need to enter at the hall’s end in the previous room. It 
also opens several doors in your area, revealing a med kit, armor, 
__time-disruptor grenades, and an ammo refill for your pistol. You 
-can also pick up med kits and time grenades through the windows. 


When you cut through the generators, watch for more mutants. 
Two engage you as you dodge the flame jets that shoot out from 
the damaged machinery. Another mutant fights a guard in the 
back corner. It’s a long fight, but prepare a dart for the ultimate 


: Leave the area cautiously. Three more guards have appeared on 
winner—the mutant, of course. 


_ the scene. One stands at the top of the stairs, and two hide in the 
_ long glass booth that straddles the wall next to the stairs. Take out 
| the near guard as you run up the stairs. Shatter the glass with your 
| next shot and spray autofire on the two enemies inside the booth. 


6S 
„Å © 


Rely on the injector darts to splatter the mutants in the next corridor. 


In the next corridor, a U-Genix guard runs from two mutants. 
Keep your SBP500 armed and clip the guard as he rounds the 
corner at you. Quickly switch to the injector and plug the mutant 
on his heels. Farther up the corridor, the second mutant tries to 
get you in grapple range. Splatter him with your ranged attack and 
you'll be fine. 

“BE = a, - z = CO, 


z ee 4 : 
Lab 8 hosts mutants born of terrible experiments. 


A warning goes out that the area has been sealed because of 
mutant activity. The only way to get through the door on your 
right is to destroy all the mutants down in the lab below. Follow 
the corridor on the left and engage all enemies that you come into 
contact with. You probably hit two mutants on the stairs and 
another two in the lab’s center. A single U-Genix guard still fights 
in the area. Depending on how he does against the mutants, you 
may or may not have to switch weapons to deal with him. 


Fight through the remaining enemies before the main security 
chamber. 


When you get the signal that the security alarm has ceased, race 
back up the stairs to the next lab area. Three mutants converge on 
the top of the stairs. Use the corner as a shield as you pop each 


you finish them, beef up with more armor and a med kit in the room. 


with a dart. Inside the room, two more mutants hold the fort. After — 
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The first trial in the security chamber is a simple puzzle. 


All that remains are Crow’s personal security devices, which are 
very formidable. Enter the circular security chamber ahead. You 


| see a wormhole and multiple Cortezes begin to jump out from 
| multiple time instances to help you. 


The first trial is fairly simple. You must hack a computer terminal 
by completing the circuit puzzle. The green and blue circuits 
always follow the same pattern, so when you've got it, repeat the 
answer to complete the hack. 


The second puzzle’s solution is a bit more complex. 


The second circuit gets more complicated. You have three circuits 


| that interconnect on a bigger puzzle space. It may take you several 


tries to match the red, green, and blue circuits. Don’t get discour- 


` aged if you run out of time on your first try. It’s meant to be very 
| difficult. 


Get ready to fire high at the railbots and low at the spiderbots. 


When you complete both puzzles, you have some shooting to 


_ do. You must blast the four railbots that circle the area, then kill all 
_ the spiderbots that drop out of the ceiling. You have two ammo 


refill spots on opposite sides—one for your dispersion gun and one 
for your SBP500. These refills clue you in on the key weapons for 
the fight—the dispersion gun to blast each railbot with a single 
explosion, and the SBP500 for the quick-moving spiderbots. 
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_ Once again, Crow escapes in the nick of time. 


- = 5 With the last explosion and no security left, you finally catch up 
Prepare to do everything all over again in the second round of trials: with Jacob Crow. Before you can nab him, though, his past self 
shows up and jets them to the future with a portable time 

When all that’s accomplished, you have to do it a second time! ` machine. With no time to waste, you bid Amy good-bye and 

You place yourself in your other selves’ shoes and must complete | rocket forward almost 200 years into a world decimated by the 
the series of events again. By this point, you’re probably low on | “Machine Wars.” 
health, so dip into those five time-disruptor grenades you've been 
saving. A direct hit on a railbot takes it out of commission, and the 
slow-down effect helps you line up shots on any of the robots. 


NT is" bo i pa SSS Sa d ta 
Follow Amy to the final area where Crow’s personal security 
droids attack. 


i Ses 


After a long, continuous effort, you finally meet the five objectives 
needed to bypass the security system. Continue out the new door 
to rendezvous with Amy, who has finished her research. Together 
you enter a large area fortified by Crow’s security droids. One by 
one they rise out of the floor and begin to soar around. 


Use your SBP500 to attack one droid at a time. Hit each flying 
vehicle with a few shots, and smoke trails out of their back sides. 
At this point, they slow down significantly and you explode 
them easily. 


PRIMA OFFICIAL a 


2243: Machine Wars 


MISSION OBJECTIVES ei MAP 1 
“3 a7 


1. Locate the UltraNet secret laboratory zt 
2. Reach the battle tank $ 
3. Obtain a cybernetic security implant € ra n 


| 
| 


iit p 
e 


Q Enemy Location 
@ Enemy Vehicle 
© Start Point 

@ Finish Point 

@ Plasma Autorifle 
@ SciFi Handgun 


Plasma autorifle ~y. i. 
SciFi handgun Sy 54 
SciFi sniper rifle . 


@ Minigun Sot 

@ SciFi Sniper Rifle 5 
© Grenade Weapons Acquired 

© Med Kit Minigun L 


TO MAP 1 


Items Acquired 

Armor 

Med kits £ 

Plasma grenades PÈ 

Various weapon = — me 
ammunitions oy 


4 Enemies Encountered 
a UltraNet battle droids 
UltraNet fighters 
UltraNet guards UD, 
UltraNet robots — 4 = 
UltraNet tanks © 


i 
i 
| 
| 
i 


~ 


Best Weapon 
Plasma autorifle 


TO MAP 1 


_ Maps depict Normal Mose 


O sti, toaz ji 
~I 
mt 
isi 


2243: Machine Wars 


_ The bigger, 
armored battle 
droids fire missiles. 
| They deal significantly 
| more damage than 
_\their smaller counter- _ 
_ parts, so make them 
=- apriority. Á 
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War of the World 


TIP 


Don't let up until the nearest battle a 
` droid is down; it’s your biggest threat. È 
| Watch for enemy movement to the right; 
_ lock on the correct column after you see a 
_ laser blast erupt from behind it. Circle around the column until you 
` make contact, and blast away. Repeat for the other two-enemy team. 
_ Before you enter the battle tank area, claim the med kit in the back 
| corner by the exit point. 


You ambush R-110 and reprogram him into a friendly unit. 


When you beam into the future this time, you end up in the Machine 
Wars with an R-110 series robot trying to rip your lungs out. After 
some nifty moves, you get at its circuitry and reprogram the robot 
to become a friendly unit. You now have a new, powerful sidekick. 


| | Drive the battle tank up to the freeway, where it’s all-out chaos. 


K 7 Naat S _ Hop in the battle tank, but you won't get far before your future 

The resistance fighters team up with you to take down the UltraNet self shows up to man the laser cannon, which is good considering 
robots. _ that the sky is full of UltraNet fighters. The left joystick propels you 
E > _ forward or backward, while your right joystick swivels the gun 

After R-110 hands you the SciFi handgun, the underground resist- turret to lock on enemy targets. Drive up the road on your right; at 
ance shows up. Since you're all fighting against Crow’s tyrannical the hills top, cruise onto the highway to your left. 
UltraNet, you decide to work together. The rebels lead you to the $ ue oe ce 
first main area where four UltraNet robots attack some human rebels. £ Ince E aa of... a 


Three of the robots create a triangle formation in front of you. 
Run down the rubble slope and shoot the robot on the right. | 
Dodge back and forth to take down one of the other two, and | 
hopefully your companions remove the third. In the distance, a | = DA S 
fourth robot fires at you from down the strip. This one’s dangerous | Engage your first enemy tank at the highway’s right turn. 
since you may not see it until it has hit you a few times. | 


Let your future self deal with the enemy fighters overhead. 


Shoot at that fourth robot from a distance and advance after it | Concentrate on driving and launching cannon shots at the enemy 
falls. R-110 warns that battle droids are approaching, and, sure tanks on the highway. The first one sits at the first corner and 
enough, a big armored robot rounds the corner. Hit it with three or | hammers you with artillery. Aim your red reticle at the tank’s front 
four blasts to the chest or head. If it turns the corner, it locks on ~ end and hit it with several missiles in a row. Don’t approach until 
your position and launches a rather messy missile into your team. | you see a purple explosion—the tank might be smoking, but it’s 
You can grab a box of plasma grenades at the street corner. still active until you see that big bang. 


Watch for big robots moving between the columns near the battle tank. 


The next area is a series of columns that hold up an overpass. 
Four enemies engage here: one battle droid on the left side, one 
human guard hiding behind a column to the right, one human 
guard in the far left corner, and one more battle droid parked next | 
to the tank. 
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i dun the corner and run over the two enemy infantry units on | Guerrilla Ground Assault 


_ the highway. Up ahead is a giant barricade. Slow down so you 

_ don’t ram it and take damage. Two or three long-range strikes with 

your cannon shatter one side, enough to 
squeeze by it. 


TIP 


Forget about 
the threat from 
enemy infantry. Your 
tank rolls over them — 
without so much as 
3 a bump. 


| Upgrade your supplies in the corner of the corridor before you get 
| your first glimpse of a major offensive. 


i The next part of the journey becomes more difficult. Future Cortez 
| borrows R-110, so you won't have his firepower against the series 

| of UltraNet security headed your way. You meet up with the resist- 
Past the barricade, the | ance again, however, and they hook you up with a plasma autorifle, 
| plasma grenades, and a med kit at the corridor’s first corner. 


Destroy the barricade or it’s 
going to be a short ride. 


highway slopes down and goes inside a huge structure. At the hill’s 
bottom, the road turns to the left and an enemy sits with its cannon 


aimed at that corner. Jog up the corridor until you reach the first window on your 


` = _ right. A laser blast kills the rebel at the window; you can take his 
— as co | | place. There’s an UltraNet robot on the divider below you, and it 

| quickly spits lasers up at the window. If you line up a shot and fire 

| immediately with the plasma autorifle, you have a chance of not 

| receiving any damage. After that robot clatters off the divider, two 

| battle droids lumber into view to the divider’s left. You have more 

_ time with these; take it to ensure that they both go down. 


+ 


KE 


With a lot of effort, you take out the last enemy tank. 


As the tank drives down the ramp toward the corner, point 
your cannon turret to the left and shoot at the enemy tank. Fire off 
several cannon blasts before you reach the ramp bottom, and your 
preemptive measures earn you more drive time with the battle tank. 


Your new plasma autorifle takes care of business against the first 
enemy wave on the concourse. 


Run down the rest of the corridor and drop into the concourse 
below. Loop around to where you downed the two battle droids 
and take a peek around the divider. Allied rebels engage a pocket 
of enemy humans and UltraNet robots among the stone blocks. 
Jump out into the fray and let rip with your plasma autorifle. Slide 
back and forth to dodge the return fire, and then close on the 
surviving enemies after you've narrowed it down to just one or two. 


be ZA 


BX 


When you reach the highway’s end, you talk to your future self again. — 


All that’s left is to floor it down the highway straightaway that 
stretches out to your left. You speak with your future self again. 
who tells you to seek out the implant facility. You need a security 
implant in order to infiltrate UltraNet through a workers’ entrance. 


a 


Dismiss the robots at the next corner with some long-range sniping. 
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Continue to the next corner and look at the building to your 
right. A lone UltraNet robot stands at the top right corner and 
rains down laser fire on anyone who steps into the open. Test his 
aim, but make sure yours is truer with a quick burst from your 
autorifle. 


Nj;a Gia hye Ss 


Meanwhile, a battle droid stomps toward you from the next 
street corner. Advance on the corner with a steady stream of autofire 
to the droid’s midsection. Three or four hits disrupt its circuitry. 


waits at the hill lead 
The next stretch of road turns into a hill that wraps around to 
the top of the building on your right. A battle droid fires from the 
hilltop, while another hides in the alcove at the hill’s base. A third 
enemy, an UltraNet guard, crouches behind the crate on the left side. 


| 
Take out the battle droid from range. Move in along the right | 
side to keep the alcove robot from spotting you. When the human | 
behind the crate comes into view, blast him, then swing out and 
obliterate the alcove robot. 


y h 1 Il un 
robot before you cali up a 


cker for the implant 


iG 


Destroy 
facility's 


Up on top, a second battle droid orders you to halt. Spin to face 
the walkway that leads to the building roof’s far side. Crush the 
battle droid before it can order you to do anything else. Rush to 
the roof’s end and call up the hacker to open the door into the 
implant facility. 


Aft 


implant ch 


Inside the research lab, three UltraNet robots stand on a ramp 
leading down into the implant chamber. An UltraNet guard plays 


_ with the controls off to the right. Spray fire down on the UltraNet 


robots, then catch the guard as she draws her weapon and 


` attempts to attack. 


rom 


e from all sides. 

Enter the implant chamber and receive your new security 
upgrade. When you leave the chamber via the back door, you 
come up in a winding passage that holds the SciFi sniper rifle and a 
med kit. The sniper rifle is essential for the next portion of the mission. 


e Í Stay behind cover 
i at all times in the 
plaza. There are too 
many enemies at first 

to expose yourself. 


Around the next corner, blast the 
two UltraNet robots with your plasma 
autorifle. Don’t close on them, since 
most of the heavy fire comes from the 3 
autoguns and enemies far off to the left. <= 
Stay behind the wall or you lose half your life ina 
matter of seconds. 


+ 


it the mobile enemi 


From your position near the wall, zoom on the three bronze 


_ autoguns along the far building’s top. Destroy these first since they 


launch the most shots. Next comes two autoguns mounted on the 
pylons along the building’s middle. These aren’t as dangerous, 
since they don’t immediately have an open shot on you. Along the 
base, look for two UltraNet guards and one battle droid in the 
middle that fires rockets in your direction. 


| 
| 
L 


When those are all quiet, move to the platform’s end and drop 
down into the plaza. Slide along the wall, using it as cover until the 
wall opens up and you can move out into the open. Run straight 
for the trench and jump in. 


If you’ve used grenades by this point, you can pick up a fresh 
supply at the trench’s bottom. Otherwise, move toward the 
trench’s far side. At about the halfway point, a battle droid hops 
down from the left wall and starts shooting missiles at your head. 
Weave away from the missiles and let him have it with a burst or 
two from your autorifle. 


nto th 
to the 


Climb the ramp and blast the battle droid straight ahead. At the 
same time, a second battle droid lumbers toward you from the 
debris to your left. Slide over until its torso is in view and then 
open fire. If it launches a missile in your direction, hide behind 
debris for cover. 


Bounce from cover spot to cover spot as you cross the debris 
area and head for the plaza’s far side. Two more UltraNet guards 
and two more battle droids attempt to slow you down, but the 
med kit near the far ramp goes a long way to rejuvenating your 
chances. 


As you near the plaza’s end, another battle droid targets you and 
fires a missile from the left side. Don’t let it fire a second time. 
Behind the battle droid, a human guard hides behind the nearby 
pillar. Move in, and when you see a piece of shoulder, snipe the 
UltraNet guard before an enemy shot is fired. 


16 
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To leave the plaza, find the exit 
on the other side of the pillars. A 
giant white robot guards this exit 
and won't go down without a big 
fight. Watch that its rockets don’t 
put you in the cemetery. You gain a piece of armor in the corridor 
behind the white robot. 


Through the exit guarded by the white robot, you find the battle 
tank again. This time you play the role of future Cortez and man 
the laser cannon to blow up as many UltraNet fighters as you can. 
While your past self drives and handles the ground assault, you 
bear with the bumps and explosions as you zero in on the high- 
speed fighters. 


inger on the trigger. 


At the end of the tank run, bid farewell to the other Cortez and, 
rather than visit the resistance rebels again, you enter a new area, 
taking R-110 with you. Stock up on the med kit, plasma grenades, 
and minigun in front of the starting gate. 


Three robots try to stop you at the courtyard’s start; they’re no 
match for you and R-110. Two more patrol where the dividers dot 


_ the courtyard’s edge. With so much room to maneuver, they 


should drop even easier. 
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To your left, a long series of stairs lead up to the next area. A 
pair of robots stand tall at the base of the stairs. Run for the one 
on the left (near the flames) and quiet it down while R-110 handles 
the second one. 


— We a i 


Robots low and high do everything in their power to slow you down 
at the stairs, but to no avail. 


_ Seize the goliath-class robot and use its weaponry to defeat the 
` remaining enemy fighters. 


When you hear Anya say, “You made it! Nice driving,” you can 


Up the first set of stairs, four more enemies—two battle droids -| eject from the jeep and move to the nearby terminal. A goliath-class 
and two UltraNet robots—hassle you on the landing. Circle strafe | super robot is parked in front of you, and 
so they don’t get a bead on you. When you have one of the targets’ | after you hack the terminal, the controls 
backs in your sights (or side if it can’t shoot at you), unload a to the big machine are all yours. You — 
continuous burst from the plasma autorifle and it goes down. . get to ride in the cockpit as you When you 


~ lock on one of the 
fighters, follow it no 
matter where it goes | 
and trigger four or five | 
missiles to track and f. 
` destroy it. f 


_ stomp down the highway in search 
of the workers’ entrance to 
: | UltraNet. 


| TIP 


Those pesky UltraNet fighters, 

| however, won’t let you go untouched. 
a | They swarm around the goliath and unleash 

Cut down the last robot to reach the jeep. | loads of weaponry on the giant robot. 

You must destroy a dozen of the 

lightning-quick fighters faster than they 

can whittle down the goliath’s armor. 


At the top of the stairs, more robots heave explosive barrels 
down the stairs. These barrels bounce around and explode, and if 


you get caught taking one in the stomach, it wipes you out. Pay Do that, and you discover 
them back by heaving some plasma grenades to shake up their | the workers’ entrance and 


position and then move up to finish them off. infiltrate UltraNet. 


oe =~ 


Race through the desolate 
streets as the enemy locks 
on your position with 
laser cannons. 


Two more robots intercept just before you find the jeep. Use 


whatever ammo you have left on them; you won’t be shooting | The goliath brings you to the 
your guns for the rest of the mission. workers’ entrance into the true 
_ UltraNet complex. 


Jump into the jeep at the ramp’s bottom and floor it. If you stand 
still on the road, security lasers lock on your vehicle and quickly 
put you out of your misery. Race the streets and bear right 
whenever you have a choice. Fly down the road without crashing 
or taking too many hits from the enemies in the way and you reach © 
the next checkpoint. 


© Enemy Location 
© Start Point 

@ Finish Point 

Q Plasma Autorifle 


MISSION OBJECTIVES 
1. Terminate Jacob Crow 
2. Deactivate the central power core 
3. Defeat the battle mech 
4. Destroy the TimeSplitter life-support system 
5. Eliminate the creature 


@ Electrotool 

@ Minigun 

@ Rocket Launcher 
© Armor 

© Grenade 

Q Med Kit 


Minigun w 
Plasma autorifle ~ 
Rocket launcher 
SciFi handgun 


Weapons Acquired > 
Electrotool 


Items Acquired 
Med kits > 
Plasma grenades R. E 
Various weapon fi f 
ammunitions + 


Enemies Encountered 
Battle mech AS 


Rolling robots of ; 
Security droids ©" E 
Splitter Crow a Ka 
UltraNet battle droids 


UltraNet guards 
UltraNet robots 


aa 


aS 


Best Weapon 
Minigun 5 


aa 
aA 
=— 
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Map depicts Normal Mode 
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Keep blasting the UltraNet robots until security droids appear, 
hovering outside the room’s bay windows. The security droids in 
_ phase two of the attack fill the room with laser fire as they fly 
| around and evade your return fire. Pick up the plasma autorifle 
dropped by one of the UltraNet robots and hammer the first 
_ security droid with a concentrated blast. Stay on the first droid 
until it explodes, then switch to the second one. 


iil, 


Aelita deci 


f» 
© 


__ When you finally down the sec- 
ond security droid, R-110 hacks 
into the main terminal and calls 
up schematics of the complex. 
Anya interprets the data for 
you—Crow is breeding an army 


Getting into UltraNet was the easy part. Living through the next 
few minutes is the hard part. 


} 
| 
| 
1 
| 


Luckily, you have R-110 by your side. The robot bypasses the first = Of TimeSplitters. It’s up to you and R-110 to destroy the 
door for you; duck into a small room. The next door is locked, and — TimeSplitters before they can be unleashed on humanity. 
R-110 again overrides security to get you through. However, he < ; a 
warns that the base catches on to his tricks soon. | 


e ele 


ctrot, i Nraves iso tn hino 
ctrotoo! proves usejul against macnine 


“n 


Head through the next door and into the long room. The electro- 
tool sits on the wall to your right. It's great for destroying security 

` gates and for engaging shielded opponents. In its normal mode 

| (the sustained energy blast), you can hold robots in place with an 
electric barrage or take out force fields. In its alternate fire mode, 

_ the short burst deal significant damage to robots' circuitry, and 
thus aid you in finishing the mechanical enemies off faster. Always 
keep it handy, and restock whenever you see one hanging on the 
walls. Before you leave the area, snag the piece of armor on the 

_ floor next to the electrotool. 


ut of nownere. 


“Soon” turns out to be the computer room on the door’s other 
side. An UltraNet guard hides behind the far corner of the long 
computer terminal on your side. You easily snipe him, but it alerts 
two more waves of defenders. 


The first wave teleports directly 
into the room (in the far corner 
opposite the entrance). Two 
UltraNet robots appear out of 
thin air and start blasting. 
When you destroy a robot, 
another one appears in 
its place. 


E=" Catch the 
™  UltraNet robots 
guarding the computer 
T room ina cross fire to 
| avoid heavy damage. Run to ` 
he exit door and shoot into ` 
the corner, while E 
R-110 fires on the robots / 
~ from the original 
entrance. 


As you exit the long room, a small corridor T’s with a longer 
corridor. At this intersection’s right corner. a shielded battle droid 
waits to ambush you. Use the electrotool to incapacitate the battle 
droid. Just freeze the droid with a steady electric charge from the 
` weapon—eventually, he overheats and drops to the ground. If you 4 
run out of juice, return to the previous electrotool spot (in : 
19 


this case, the original location) and juice back up. 
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to either side of the force field. Since they’re so far away, use the 

plasma autorifle. Throw a plasma grenade to wear away at both 

droids’ shields, then hit them with enough autofire to rattle them 
to the ground. 


~ combat tactic against È 
‘robots in the base isto ~ 
se the electrotool. Hold 
your foes in an electrical 
eld while R-110 blasts them 
_one by one with his pistol. 
Just watch that your elec- 
trotool’s power supply 
“holds out. 


To your left at the intersec- 
_ tion is a med kit and some 
plasma grenades. Grab the 
grenades if you like, but not 
the med kit—battle through 
_, the enemies down the corridor’s 
right section first. 


Disable the second security gate (the power cell is to the left). 

_ Three more UltraNet robots appear in the corridor beyond the 

_ security gate. If you’re talented, you can catch all three at once 
with the electrotool and paralyze them while R-110 delivers the 

_ killing blows. 


Attack the robots on the ground floor 
first. The UltraNet robots go down easily with the plasma autorifle. 
The battle droids behind them take a bit of patience. Stay behind grenade into its face. Its buddy waits at the corridor’s end before 
the crates as cover while they approach. When they get closer, | the next room. 
switch to the electrotool and “freeze” them with a steady electrical — — 
attack while R-110 finishes them with his laser shots. | 


In the winding corridor beyond, a rolling robot spins around the 
first bend and opens up. Dodge the laser fire and throw a plasma 


Destroy three more enemies and you reach the elevator. 


The next area is a series of walkways that lead up to an elevator. 
_ First, pick up the armor and med kit to heal back up. Run up the 

_ left side and blast the UltraNet guard at the second corner. An 

_ UltraNet robot and an UltraNet guard on a platform far off to the 

_ left shoots at you during your climb. Return fire and down it as well. 


Use the electrotool to blow up the force field and then the robots 
behind it. 


While all this is going on, a rolling robot is parked on the ledge | Retrace your steps down to R-110 and then up the right side of 
above the security gate ahead (an impassable yellow force field). the walkways. At the top, just before the elevator, an UltraNet 
Throw a plasma grenade up there; if you nail | robot appears at point-blank range. If you have your plasma 
it in the body somewhere, the explosion | autorifle handy, it shouldn’t even raise its weapon to you. Look out 
disables it in a single shot. Now, go back | for two more enemies on the walkway to the far right. Stock back 
to the med kit and heal back to full. up on the nearby grenade ammo before using the elevator. 


TIP 


The only way through a security gate 
is with the electrotool. Aim at the long, 
yellow cylinder either above or to the side of 
the force field. This is the power cell, and if you destroy that with a 
sudden influx of electricity, the security gate winks out. You can 
also destroy the force field by shooting it diectly with the electro- 


tool. You have ample time to trash the two robots on the gate’s The main power core has round-the-clock sentries, such as the 
other side before they react. security droids. 


© Rolling 
robots are 
/ difficult to destroy 
because of their 

significant armor. Use 
\ plasma grenades to 
get through their 
defenses. 


The elevator takes you to the main power core. To deactivate it, 
you must shut down its two shields and then reach the bottom 
level to administer the final attack. Unfortunately, you lose R-110 
along the way, as he follows his own path to meet up with you later. 


7 = 3 Two security droids patrol around the power core. At range from 
Three waves of enemies support the second security gate. the elevator, explode them without fear of retaliation. If you miss 
on multiple opportunities, the security droids eventually close on you. 
On the other side of the door next to the first security gate, a 
long ramp leads down to a land with the second security 
l gate. Two battle droids, bulked up with shields, stand guard 
i 
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Switch off the core’s first force field, but prepare for battle droids to. | _Near the lift to the power chamber’s bottom level, more robots 
show up. materialize to shut you down. 

Head to the power core’s left side and access the control panel. |= Out in the next hallway, more robots appear. Forget about the 
This shuts down half the force field but alerts two battle droids to | electrotool. There are too many to hold down at once. Rely on the 
your presence. Stay close to the core’s structural support for cover : plasma autorifle to get you through. Beyond them, you finally 
and use your plasma autorifle at point-blank range to penetrate ` reach the elevator that lowers you to the bottom level, where you 
the battle droids’ shields. can go after the power core itself. 

Ax iowa | TE = ; 
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After you disable the second force field, more guards and robots | Destroy the two rolling robots to take a shot at the power core with 
arrive to stop you. | your grenades. 

On the power core’s other side, shut down the second force field = At the bottom, you have a new set of grenades; pick them up 
via the new control panel. UltraNet robots and guards swarm out | and reset to your maximum before tackling the power core room. 
at you. Do some dodging and let your return fire whittle them | When you take a few steps into the room, two rolling robots zero 
down. Your next objective is the door from which all these new -in on you. Disable each with a grenade, but save at least one to 
enemies came. blow up the power core. 

a i vy ‘Yo ee \ fark 
Two UltraNet robots wait for you behind the third security gate. UltraNet security is not happy with your meddling with the main 
power core. 

Inside the door to the right is a med kit and a grenade box. Way 
down the corridor to your left, the third security gate blocks your Watch the power core as it rotates for the large hole that lets you 
path. Two UltraNet robots stand behind it. see into its center. Throw one of your plasma grenades straight 

through the hole and into the center. The resulting explosion rips 

As with the previous security gates, blow up the power cell apart the power core and causes lots of damage to the complex. 
(above the gate) and then use the electrotool on the security 
droids. Since R-110 isn’t by your side, you must quickly switch to | UltraNet beams in more troops to stop you. Rip through the 
your plasma autorifle in the second or two it takes for the droids to _ robots, but be frugal—the real threat is about to arrive. 
recover from being shocked by the electrotool. At face-to-face 
range, your plasma autorifle drops them in a couple of shots. i 
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A huge Goliath-class battle mech (like the one you borrowed to 
find the workers’ entrance into UltraNet) rumbles through a 
hangar door that opens when the last smaller robots fall. Two 
rolling robots also join the Goliath in the fight. The battle mech’s 
machine guns can rip you to shreds in three seconds flat. Your only 
hope is stealth. 


Run for the central platform and “hide.” Always stay on the 
opposite side of the battle mech and the rolling robots so they 
can’t lock on to you. Return fire when you see a piece of its | 
exposed machinery—a shoulder, a part of its gun, a leg—but your | 
primary goal is to avoid taking damage. Use your plasma grenades | 
on the rolling robots. Little by little, you wear away at the giant and | 
his two friends. | 

| 
| 
| 


When you need a boost, run up to the platform opposite the 
hangar doors and restock on a med kit and crate of grenades. 
More firepower never hurts. 


Enter the hangar area where the Goliath originated and retrieve 

the med kit in the corner. A cutscene shows you crawling through 
the air ducts and into a new area with a large rotating cannon in 

the room’s middle. Access the gun’s control panel and use the 
weapon against UltraNet. 


When you control the weapon, you see its TV screen and can 
guide its reticule anywhere in the room. Fire a shot at the glowing 
power cell to your right. This blows a 
hole in the wall and gives you an exit 
point. Keep firing. You don’t want 
guards swarming over you. While you 
have an overpowering weapon, hit the 
two areas from which the enemies fire 
back at you—the control area to your 
right and the long corridor to your left. 
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After you search the ruins and are positive no one remains, leave 


_ the gun behind and head into the blown-out wall area. A new door 
l leads deeper into the complex. On this door’s other side, a battle 
_ droid tries to get the drop on you. Move in close so it can’t fire its 


gun, then release a barrage into its stomach for the kill. 


waste room. 


The next area is a toxic waste dump. Hissing green chemicals 


| course through the room’s middle, and a bridge links the room’s 

` two ground portions. Two enemies engage at the door: one in 

| front of you and one to the right behind some crates. Meanwhile, 
| two more guards reinforce on the bridge. 


With your plasma autorifle, fire at the one in front of you. As the 
guard drops, slide right and pick off the guard behind the crates. 
Weave to your left to get a better shot at the next two enemies, 
and pick up a med kit behind the ductwork for some additional 


| healing. 


It’s not over yet, however. On the back side of the toxic waste 
room, two more enemy waves try to overwhelm you. The first set 
of guards goes down with the plasma autorifle; the second takes 
grenades, since your normal fire has difficulty denting rolling 
robot armor. 


Continue around the corner and down the long corridor. You’ve 
finally reached the TimeSplitter hatchery. A battle droid probably 
_ patrols the corridor’s end, alerting you to heavy enemy activity. 
Two groups of enemies are on either side of the entrance corridor. 
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Whichever side the battle droid goes to, attack from the opposite 
side (the battle droid must turn around to attack you then) and 
gain the special weapon on that side (minigun to the left; rocket 
launcher to the right). 


Gun down 


thy nomi, an pcither cid a 
the enemies on either side to 


nigun. 


E BE 
ana n 


When you grab the special weapon, it automatically equips. Fire 
without hesitation, but note that the rocket launcher works best 
against human targets, and the minigun rips through shields easier. 


[oe co se fe 


Several enemy groups reinforce after the first two groups go 
down. Look for them to arrive in the corridor that leads to the exit. 
Switch weapons to take on the appropriate group: plasma autorifle 
for normal UltraNet troops and the minigun for the battle droids. 
When you shred through the human UltraNet guards, you’ve made 
it through the barrage and can now proceed to the exit opposite 
the entrance corridor. 


Follow the passage to the elevator that takes you to the upper 
level above the hatchery. Pick up the med kit along the way— 
you're probably in shaky shape after that last big battle. 


Two rolling robots motor around the walkways up top. One 
engages you at the first intersection. Break out the grenades and 
wait for them to come to you. The second won't be far behind its 
teammate. 


| toward you as you approach an energy 


retreat. You can back up all the way 


After you strike each rolling robot with a grenade, head left until 
you reach the next landing. Access the control panel here, which 
brings the main power node down to you along the trolley system. 


_ When it nears, fire the electrotool into it and power it past the 


breaking point, just as you’ve done previously with the security gates. 


Advance to the landing on your left and take the elevator to the 
next area. You arrive in a large cavernous area divided by a deep 
ravine. Four of Crow’s security droids fly 


bridge that links the two sides. 


A single 
plasma grenade, if 
thrown into the middle 
_ of the flying security 
\droids, can destroy all 
. four ships in one 
explosion. 


m e 
Your smartest course of action is to 


into the elevator corridor, which gives 

you plenty of protection from their lasers. 
From here, fire at them one by one with the plasma autorifle or try 
for a knockout punch with a plasma grenade into their midst. 


a aetna, 


aa 


_ The next task is a headache. You must cross an energy bridge Nowhere is safe, so do your best to get behind the creature near 
_ that has been shut down, which means its floor sections are the large brain area (the exposed flesh that doesn’t have any 

_ missing! One false step and you plunge to your doom. ~ armor). Here you have a bit more room to react to attacks. In order 
' ` to defeat the creature, you must destroy different parts of its 

__ To cross, power up each section with your electrotool. When you body—its brain area, the armor plating on its sides, and the 

| Zap the power node on either side of the downed floor section, the machinery in its front. 
_ floor briefly flickers and forms a solid support for about two seconds. — = 
_ Keep the juice on the power node controlling the floor section, 
and don’t break the link until you move to the edge of the floor 
section and are about to step onto the next section. If you remove 
the electrotool’s power source too quickly, the floor vanishes 
before you can power the next floor section to life. 


FE g ee E g 


You must destroy several 
| sections of the creature’s 
armored body to win. 


Finally, you deal enough damage to "defeat" the creature. In the 
end, though, it's just playing possum. You discover the creature is 

a actually Jacob Crow—or a hybrid of Crow, machine parts, and the 
` TimeSplitters—and it grows into an even bigger machine-thing. In 

~ | order to keep you breathing, Anya time travels you and R-110 back 
in time, with the new Crow hot in pursuit. 


Battle Crow’s personal guards on the red carpet steps. 


On the bridge's other side, the door opens into a regal building 
with a red carpet running up the central staircase. An UltraNet 
guard fires at you from the ground floor to your right, another one 
is high up on the balcony to your right (armed with a rocket 
launcher), two enemies assault you from the stairs and two more 
attack from the left balcony. The plasma autorifle or minigun work 
best in this situation, since you need lots of continuous fire to 
mutilate the enemy before he mutilates you. When the enemies all 
fall, retrieve the med kit and armor on the ground floor and the 
grenades in the corner of the balcony. 


After you “defeat” Crow, he transforms into a more powerful version 
and you're forced to flee back in time to escape the monster. 


Re he A 
elf into a mutant and machine hybrid. 


Py TO O 


Crow has turned hims 


Proceed up the stairs and open the door into the last chamber. A 
giant, half-organic/half-machine creature 
waits for you here. The abomination 
attacks you with heavy artillery guns 
and missiles that fire from the sides. 


TIP 


j If the x 
creature’s health 
bar isn’t dropping, 
you must fire at a 
-different part of 
_ his body to deal - 
© damage. 2 
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© Start point 
@ Finish point 
© Harpoon Gun 
@ Kruger 9 mm 
@ K-SMG 

@ Vintage Rifle 
Q Armor 

© Grenade 

© Med Kit 

@ Ammo Refill 
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Weapons Acquired 
Harpoon gun 
K-SMG (x2) 


Vintage rifle 


Items Acquired fi 
Armor ‘Lor 

Grenades CTN 
| Med kits CEN 


Various weapon ammunitions 


MISSION OBJEC 
1. Activate the drilling machine 
2. Destroy the time crystals 


Enemies Encountered 
Castle guards 

Robot prototype 
Special-ops guards -5x 


Best Weapon 
K-SMG (x2) 
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rs into the security room. 


At the corridor’s end, however, is a closed door. To unlock it, you 
must retrace your steps to the stairs. Be on high alert, though: Two 
At the mission’s start, you and Anya deduce that the time crystals more guards have stationed themselves near the stairs and 
must be hidden under Crow’s 1924 island, but where? It turns out ambush you on the return trip. 
that a submarine takes personnel back and forth from a hidden 
base. You hijack the sub, the Barracuda, and dock at the secret 
base. Alas, security smells something fishy and sends a slew of 
defenders to stop you. 


| Defeat them, then stop at the stairs’ top and turn the wheel to 
the opening’s left. The stairs rise to a secret security room above 

| your level. Two levers are in the floor of the security room: the one 
on the left closes the security iris near the Barracud; the one on 
the right opens the door by R-110. Even though you won't use it 
much during the mission, take the vintage rifle and its ammo lying 
in the room. 


3 ee 


y 


Everyone is packed into the small corridors around the starting 
submarine. Pull the lever to the right at your feet, then race 


through the opening bay door and to the corner next to the closed Turn the valve in the circular room at the corridor’s end. The 
iris. When the iris swirls open, security shows up in force. Five entire chamber grinds around into a new position and you can 
castle guards pour through the security portal, but with the cross | access a corridor you didn’t know existed. 

fire that you and R-110 set up, they fall in a few seconds. You | 

already have one Kruger, so grab the second pistol and get the The downside to this is R-110’s curiosity. He checks out a service 
double-action going. hatch in the floor and falls into it. You’re on your own for most of 


the mission. 


e 
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Climb the stairs on the iris’ other side. At the top, enter a corridor 
with lots of security headed your way. Take cover behind one of 
the corridor bulkheads to your right. Castle guards up the ante by 
using grenades in the corridor. Even if they don’t hit you directly, the 
grenades can blow holes in the ductwork, which jets out hot steam 

_ that can damage you. With R-110’s help. bounce from cover 


A few seconds later, three guards attack from the opening iris 
ahead. Go for some head shots to bring them down quickly 
and avoid excess damage. You gain the K-SMG from one of the 
fallen guards. 


spot to cover spot and eliminate the four guards one by one. 
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i An enemy comes out of the 
¢ dark on the walkway to the 


Follow the walkway toward 
the warehouse door on the 
‘ far end. A single special-ops — 
= guard hides in the shadows * 
á Se — > near the last bend. Keep your 
Defeat the special-ops enemies in the diving suits to earn the har- | harpoon out and ready to 
poon gun. ` discharge a projectile into his face mask. 


Walk slowly as you approach the next bend. There’s a staircase 
to your left and a bulkhead to your right. A guard hides behind 
this bulkhead and waits for you to attempt the stairs or continue 
down the corridor so he can stab you in the back. Plunge around 
the bulkhead and smear him with a point-blank barrage. 


| 
| 
i 
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Now you have two choices: either go down the stairs and fight f 
the special-ops guards (the ones in the diving helmets) or continue 
down the passage to the security valve (also guarded by special-ops 3 a S m4 
enemies). After you defeat either group, you get the harpoon gun. | Taking out the two enemies near the entrance alerts the whole 

; F warehouse. 


Head through a series of doors and past the bridge that looks out 
on the underground city. When you hit the stairs leading down, 
| slow your pace, equip the K-SMG, and listen to the two guards 
talking to the right inside the warehouse. They say that the time 
crystals are nearby and that robots are in the warehouse, even 
though this is 1924! End their conversation with a a Se 


A special valve rotates the walkway so 
you can reach the base’s next section. 


TIP 


Both approaches work, though it’s 
quicker to head for the valve first. Rotate 
it, and the walkway below slides into place and 
opens up a new area for you. On your return trip to the stairs, 
three special-ops guards charge toward you in the corridor. Give 


| 
| 
them some K-SMG fire, and duck behind a bulkhead whenever you 
need to reload. } Grab the K-SMG grenades in the corner and advance on the 
i 
| 
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` The harpoon ` 
gun is the 
ideal weapon ` 
against the robot _ 
prototypes | 
later on. < 


| Enemies attack from all sides in the maze of warehouse crates 
and boxes. 


` ramp to the right. A single guard charges at you up this ramp from 
| the main warehouse area. He’s armed with grenades. so don’t stay 
` exposed too long. Use the walls as cover and open fire only when 
` you have a clear shot at him. 


Follow the stairs down to the next level. The second set of 
special-ops guards stand down near where the walkway submerges _ 
beneath the water. Their armor holds up well against normal bullets. — 
To avoid wasted ammo, use the harpoon gun against them. One | 


good shot with that and it’s lights-out. Pick up the med kit and armor in the area on the ramp’s other 


| side, then run down the ramp into the main warehouse area. It’s a 
_ maze of crates and boxes, and you must wind through to the far 

| side. Watch out for the next guard, who snipes at you from up on 
_ the boxes near the first corner. 


r7 


Continue until you reach the third corner and sit back as one of 
the crates shakes and bulges. A robot prototype smashes free and 
comes straight for you. Have your harpoon gun ready, since con- 
ventional weaponry like the K-SMG and Kruger won’t penetrate its 
armor. Three or four harpoons into its body decommissions it. 


Wind down the ramp to 
the warehouse’s back room. 
A single robot prototype 
guards the hallway on the far 


¢ side. Approach it the same 
way you did the first. 


ah tho fina mrdiho 
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Behind the warehouse, a wide inclined hallway leads up to the 
door to the underground city. Several guards hide in the gloom up 
there and open up when you reach the bottom of the incline. 
Launch a few K-SMG rockets to scatter or kill the enemies. In the 
chaos, switch to K-SMG’s normal mode and drop the remaining 
guards at close range. 


_ check for a med kit. If you’re low 


--and move into the next section. 


_ On the door’s other side, in the underground city’s first section, 
_ four guards immediately surround you. One fires from the right 
_ side, on the cobblestone street across the ravine. On the same 


side, another guard hides behind the stack of crates farther up the 
street. The third guard fires from the bridge ahead, with the fourth 
on your side of the street next to the bridge. 


You must be very fast here. Waste ammo if you have to; just 
make sure guards stay down. Fire at the guard on the right first and 


` continue until you see him fall. Even before he hits the street, turn 


your attention to your side of the street and charge the two guards 
by the bridge. Pop the one on the street first, then fire on the 
bridge guard so you can pass to the other side. The guard by the 
crates isn’t a challenge; hit him when you see a piece of him, and 
then grab the grenades at his feet. 


You may want 
to wait on the med 
kit in the underground 
city section. You can always 
„double back and pick it up _ 
fter you’ve waded through. 
more enemies and taken | 
more wounds. 


On the dead-end stretch of 
street opposite the guards, 


on life, use it now; otherwise, save 
it for later. Return to the first street 


N 


Run straight ahead until you reach the stairs. Shoot the enemy 
on the platform above the stairs; you don’t want him triggering off 
shots with his machine gun. To your right, on the street’s opposite 
side, three more guards fire at you from behind a series of crates. 
Try moving along the railing to get better angles on them, but if 
you get frustrated or start taking damage, break out the K-SMG 
grenades. One or two blasts on the crates quiets things down, but 
don’t waste the grenades if you don’t have to. 
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Take the first set of stairs down to a landing on your street, then 
the second set of stairs across the divide. This brings you to the 
street on the other side of the ravine. If you’re low on K-SMG 
grenades, another packet rests on the landing between the 
two staircases. 


At the top of the stairs, turn to the door on your right. It’s locked, 


but you can fire through the open windows to wipe out any enemies | e 
on this section of the street. 


upper-level enemy. 


Meanwhile, multiple 
enemies fire at you from the 
buildings across the street. 
| The biggest threat is the 
» enemy on the top level, who 
rains grenades down on your 
position. Break out the vintage rifle and target him quickly. You 
can also whip a grenade up there. The sooner you prevent those 
explosions, the better. 


Down below, more enemies fire from behind the crates; some 
are even reckless enough to stand out on the street. Slide back and 
forth along the railing to get the best shots on each target. 


When you defeat the enemy at the bend’s end, you gain a 
second K-SMG. 


When the last guard across the street dies, an enemy wielding 
two K-SMGs charges up from the next set of stairs that bridge the two 
streets. Gun him down so you can double-wield the machine guns. 


Snipers and ground troops hold down the last city section. 


Break out your vintage rifle and peer through the slats on the 
staircase leading to the next street. Four enemies look to snipe you 
here—two atop the highest bridge and two on the balconies across 
the way. Two more ground-floor enemies charge at you when you 
close on the bend up ahead. 


: on the bridge and the ones down below. 


TIP 


t 


Balance your attacks between the guards up 


When fighting ~~ 
the enemy snipers ` 
in the balconies, 
watch for muzzle fire. 
This alerts you to ther, 
~ exact position. / 


\ 


Stay on the stairs and use your 
vintage rifle to zoom on the bridge 
guards first. Pop both of them, then 
look for the two enemies on the 
balconies. When you have a lock on the 
balcony, line up a head shot and remove 
each one with a single pull of the trigger. 


A last sniper fires at you from 
a window up high. 


Switch to your double 
K-SMG and charge the bend 
| ahead. Two enemies under 
3 the overhang engage with 
heavy artillery. Run through 


Finish off the guards on the upper level so you can meet up with 
R-110 again. 


Most of the enemies are gone by now, but there are still a few 
stragglers. If you missed a man on the bridge or on the balconies, 
tread carefully and remove the offending guard before trying to 
advance to the stairs that lead down to R-110 and the last area. 
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| The Drill Cou 


2 f pe á ? = E z > ab 
You must fight enemies on three different levels in the engine room. 


l Harpoon the last robot prototype and fire up the final two engines. 


From the initial circular room, head down the stairs and go straight 


into the drill control room. Pick up the armor here while Anya _ Activate the final two engines and climb back up to the drill 
informs you that you must get the drill going to reach the crystals. | control center. Flick the lever and follow R-110 into the drill 
Return to the intersection and go left (right from the first circular | machine. Switch the lever there from “ascend” to “descend” and 


| 


_ sit tight for a long ride down to the drill shaft’s bottom. 


room), which brings you into the first engine room. At the 
intersection at the top catwalk, run left and blow through the first 
guard. Continue down the stairs and take out the next two guards. > 
Take the next set of stairs and fire across to the far landing and clip |“ 
that guard in the corner. | 


The last set of stairs leads down to the engines. Two more castle 
guards defend the area between the two engines, but they can’t 
stand up to your double K-SMG or harpoon gun. 


= SS e n 
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Activate the equipment in the drill control center and then jump into 
the drill itself. 


At the mine’s bottom, you run into a mob of Crow’s guards— 
time assassins who plan to jump into the future to assassinate you. 
You don their uniform and tell R-110 to stay hidden so he doesn’t 
attract attention. This time when you leap through the time portal, 
it’s to save your own life. 


/s—— i 


Flick the engine’s switch and expect enemy backup. 


Heal with the med kit in the corner and flick the switch to start 
the drill engines running. At this point, R-110 has engaged the 
robot prototype on the top catwalk (it was to the right when you 
entered the area). More enemy reinforcements arrive to see what’s 
up with the engine. Rush to help R-110 and give a taste of the 
harpoon gun to anyone, or anything, that gets in your way. 
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| You stumble upon a mob of time assassins who are jumping into the 
_ future to kill you. 


Several groups of enemies defend the second engine room as well. 


Return to the intersection by the circular room and head down 
the opposite side into the second engine room. Repeat your | 
performance, as the layout is identical. At the bottom, however, 
you must deal with a robot prototype and the two human guards. 
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2 
Weapons Acquired 
SPlasma autorifle “>. 


SciFi handgun (x2) Ya 
SciFi sniper rifle 4 


= - 
Items Acquired > 
Wi 
Med kit fi ila. 
Plasma grenades *™™ t = x® 
SciFi sniper rifle ammunition 


OBJECTIVES 
1. Protect your past self from the time assassins : 
2. Destroy the TimeSplitter mother ship 


MISSION 3 à Ẹ 
— F = 


Ce? aly 
Ce ts uh 


| 


Enemies Encountered 
Mother ship a 
Time assassins ¢/ 
TimeSplitters qq 4: . 


Best Weapon 
SciFi sniper rifle 


5 


© Enemy Location 
© Start Point 

@ Finish Point 

Q Plasma Autorifle 
@ SciFi Handgun 
© SciFi Sniper Rifle 
© Grenade 

© Med Kit 

© Ammo Refill 


Now comes the first of many interactions with the past Cortez. 

_ The ledge you're on looks down on the first big battle that the past 
_ Cortez fought at the ravine by the crashed ship. Help him out with 
a little sniper action. Zoom on the closest time assassin and work 
your way through all five of them. They won’t return fire on you; 
their concentration is completely on the past Cortez and his 
teammates. 


iii iia, 


j L ut tar th ring 
Look out for the time 

rs Pe tho hird in th 
assassin who hides in the 


cave passage. 


Continue toward the 
ledge’s far end. A cave bores 
into the mountainside about 
three-quarters of the way 


avel to the future ana 


You time t 
time assassins. 


Talk about déja vu. You begin this mission looking down at yourself, 
when you started this whole thing back at the crashed ship. This down on the left side. A 
time, you race around the upper ledges trying to defend your past 1R i nn : time assassin armed with 
self from the same challenges you face the first time around. Plus, the double-SciFi handgun hides inside here, darting out when you 
you have more enemies to coordinate against on the upper ledges. pass by and attacking from behind. Don’t give him that option. 

: : Finish him off before jogging to the edge. 


| 
| 
| 
| 
| 


ig PAST. CORTEZ. 


men 


Two time assassins waylay you at the second ledge. 


You start with the SciFi sniper rifle but quickly pick up the SciFi 
handgun around the first bend when you pound the single time More time assassins assault the past Cortez and his comrades 
assassin in the alcove to your left. Follow the passage; when you below. On the ravine’s opposite side is a time assassin who fires at 
reach the hilltop near the bend, prepare for an encounter with two you from his high ledge. Act swiftly to avoid damage and save 
time assassins. The first closes on you at the bend, and your precious health on the past Cortez. 
handgun makes quick work of him. The second one stands near . fo 
the ledge’s edge and peers down at the fight below. Shoot him 
from medium range to kill the assassin 
without any return fire. 


After you gain 
the SciFi handgun, 
save your sniper 
ammunition. You’re 
oing to need it for the 

long-range enemi 


Anew t assassin shoots at you from a | 

Fire across the ravine at the time assassin on the high ledge. 
With your sniper zoom, you have the advantage on his weapon. 
When he tumbles, swing down and start zapping each time 
assassin who is going to shoot at past Cortez. When in doubt, aim 
for the assassin nearest to your past self. 
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| z Hold the trigger down 
q on the guns—you want 
: ` continuous fire. Drill the mother 
| ship to see its shields steadily 
3 decline. The mother ship launches 
: = _ 2 __anonstop series of missiles at your position. Focus your fire on 
Eliminate the two enemies inside the cave passa those missiles; if you let more than a few pass through and strike 
~ the guns, it’s curtains for you. Try to guess the direction of the 
_ missiles and fire in front of it to catch the streaking projectile. 


After you clear the past Cortez’s way—for now, at least—double 
back to the cave entrance and head into the mountain. Switch to 
your double handguns and rush the first two-man enemy team. Blow up missile after missile, and when there’s a break in the 
Attack aggressively to get the drop on them; a few well-placed ` action, turn your guns once again on the mother ship. Given time, 


blasts into each does the trick. Shoot the energy box between the | you penetrate the shields and blow it to kingdom come. 
next two enemies, and the explosion rips them both apart. 


Aim for the box in-between the time assassins for a mighty explosion. 


Two time assassins greet you at the underground complex’s entrance 
Advance to the next ledge, which overlooks the bridge and the 


ledge below where the fighting occurs. Switch to your SciFi sniper | When the mother ship crashes to the ground below, exit the guns 
rifle and aim at the energy box in the middle of all the time and enter the underground complex to your right. In the alcove to 
assassins. A single shot obliterates most of them. Remove the | the right is the plasma autorifle, a med kit, and a stack of grenades. 
remainder with a a couple of headshots. You are now equipped for anything that comes your way. 

é À Around the next bend, two time assassins, armed with plasma 
autorifles, converge and attempt to spill blood. Hug the right wall 
-so only one at a time enters your field of vision. Fire before the 
assassin does the same to you. After you remove the first one, slide 

out to the left ang fire enough shots to splatter the second one. 


£, f e+ 
Defend against the 
EL PS VA 
its shields. 


Loop around to the bridge and jump behind the mounted laser 
turret. The TimeSplitters’ mother ship looms in 
the sky and threatens to launch even 
more deadly attacks against your 
friends. It’s up to you to destroy it 
with this gun. 


Play defense 
first against the 
mother ship. Destroy © 
any missile in the sky © 
before you turn the 
guns against the 
ship’s shields. 


Continue around the bend to see a long straightaway. Four time 

__ assassins assault you here: one hides behind the crates to your left, two 
charge at you from down the hall, and one stays in the rear. Shoot 
the two charging enemies with a full-out barrage down the hall. 
_ Advance on the crates, and when you kill the time assassin there, 
_ duck into his safety spot and look for your last bad guy. He’s either 
next to the bulkhead to your right or farther up the corridor. _ : 

When you find him, step out and sizzle him with a burst or two. | 93 
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If there are any more TimeSplitters 
left, shoot into the stack of 
energy boxes to catch them in 

the explosion. 


Take the lift to the top level. Your 
lift brings you to a ledge that over- 
| sees the area in front of your main 

CAD - Lie HQ. You watch as the past Cortez 
battles the last batch of TimeSplitters before he completes his 
mission to retrieve the time crystals and return them to the 

General and Anya. Retrieve the sniper ammo at the end of the 

In the next section, you'll see an explosion and when you pass by | ledge so you can help out your friends down below. 
the window on your left, you realize that this was the spot where J P 
the time assassins tried to snipe you in the first mission. Your past 
self takes care of the assassins by the window; however, a bigger 
threat awaits—TimeSplitters. Peek out the window on your left 
and help your past self with the two TimeSplitters down below. No 
sense in having him take extra damage. 


Two TimeSplitters drop down into the hall from the hole in the ceiling. 


Pin 


Once the other Cortez goes on his way, you have TimeSplitters 
of your own to dispatch. One of the TimeSplitters drops down from 
the hole in the ceiling just ahead in the corridor, with another a S 
shortly behind it. Shoot the TimeSplitter before it gets its bearings Add your sniping skills to the battle at the front doors of HQ. 
and turns invisible. A second one attacks from the lit area down 
the hall. Dodge the TimeSplitter's electricity bolts while you spread The trick here is not to go wild hunting down TimeSplitters. They 
autofire out to rack up the damage on it. are all over the place, and you don’t have the ammo, or the time, 
When that one drops, turn behind you and to shoot at every one. Your best bet is to zoom on the past Cortez 
look for the second TimeSplitter that and scan around him for TimeSplitters. When one approaches his 
came from the ceiling. Remove that vicinity, click on your lowest-powered zoom and survey the area. If 
threat before activating the next two. a TimeSplitter looks like it’s going to open fire, hit it in the head 
with a sniper shot. Usually it takes two or three shots to bring the 
thing down. 


~ Use the 
| energy boxes 
-as explosives if 
there’s an enemy 
next to it and you’re 
out of the 

» blast radius. Always keep the past Cortez in sight 

— so you can adjust to the 


TimeSplitter threats. 


Past Cortez arrives and fires from 
| the first corner. He then runs 
almost straight out in the area’s 

— middle. His third spot puts him far- 
ther to the left, and his final leg 
brings him to the HQ doors. If you can safeguard him into this last 
leg—and you usually can if Past Cortez has more than half his life 
left heading into this final encounter—then he’s home free with 
the time crystals. 


S ees 
Two more TimeSplitters guard the elevator area. 


Continue down the corridor and another TimeSplitter attacks. If 
it turns visible, even for a second, keep concentrated fire on it. Only 
when you see the dead body on the ground do you know it’s safe. 


The last TimeSplitter drops down near the elevator at the hall’s 
end. It leaps over the railing, and in that moment, it’s vulnerable. 
When it lands, the TimeSplitter pauses for a moment. Drill it with 
full auto until it drops. 


When Past Cortez enters HQ, you can finally rest easy. 


After a bit of high-finesse shooting, the past Cortez makes it 
through the TimeSplitters. You know how that part of the mission 
ends, but now you must square off against the unknown—Crow 
and the hideous weapon that he’s become. 
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So 


MISSION 


Weapons Acquired 
f r OBJECTIVES 


K-SMG (with rockets) | _ 
Kruger9mm ree 


Armor 
K-SMG rockets 
eae 


Castle guards a 
Splitter Crow ot 


at 


‘Best Weapon ee 
K-SMG =e 
Za 


“aa 
Eo. 


© Enemy Location 
© Start Point e 
@ Kruger 9mm 
© K-sMG 
Q Armor 


@ Med Kit 


- You can attack 
Crow's men stealthily 

and pick them off one by 
one. Use your silencer and 
sneak up on the guards. Each 
man you take down quietly 

is one less you'll have to 
deal with when the mas- 
sive fight eventually 
breaks out. 


If you let R-110 deal with some of the guards, you probably take 
less damage. On the bottom level, use the other ring as your 
route; if you run in one direction, no one attacks you from behind. 
Just make sure you’re accurate when you spot that enemy in the 
distance. 


___ After you complete a full circle on the outer bottom level, move 

into the middle area where the time machine is located. There 
could be three or four enemies left, depending on how the fights 
went earlier. Circle strafe around the remaining enemies and barrage 
them with K-SMG autofire. 


After your fight in the future to save yourself from the time assassins, 
you have one last task—to destroy the time crystals for good. 

Of course, Crow and his men stand in your way, so it’s not going to 
be easy. 


As the last guard falls in the time-machine chamber, a single 
guard reinforces from the steps of the tunnel leading down to the . 
_ time crystals. Stay on the chamber’s opposite side so you can spy 
him coming out to greet you. At long range, you can dodge his 
gunfire and then move in for the kill. When all the guards are finally 
dead, retrieve the K-SMG rockets from the bottom level along the 
wall and the one piece of armor also next to the rockets. 


From the starting chamber, head up 
the stairs and through the door into M 
the main time-machine chamber. 
At your ramp’s bottom is a 
guard paused in his patrol 
route. Charge down and cap 
him with one or two head 
shots. Retrieve his 
K-SMG and you’re ready for 


If you’re 
getting hit on the 
upper level and don’t 
know where the shots are 
coming from, leap to the 
bottom level. You won’t 
take any damage from the 


: There are 
i fall and can establish a ; 
e new position j explosive barrels 
Cees ifs, Soe e © in the time-crystal 


tunnel. Watch 
where you fire! 


<ul s Follow the steps down into the tunnel 

i leading to the time crystals. Two guards 

stand near the time crystals and advance 

on you when you enter the tunnel. Spray 
aiot ire down the tunnel, and duck behind the crates to the left 

when the guards return fire 

my | or when you have to reload. 

ove d a A sure ther : , When you see one drop, you 
n't any can dart forward and take 

the other head on. 


Now you have a choice. You can run the top-level ring and 
eliminate the guards on your journey around the loop, or you can 
leave the top guards to R-110 and jump down to battle the lower- 
level enemies. 


o 
on 
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Crow us. Cortez 


Splitter Crow comes with the work heavy shields, machine guns, 


and missiles. 


Anya instructs you to bring the time crystals to the time machine, 
but there’s one large problem with that—Splitter Crow has arrived 
in very ill humor. When you return to the time-machine chamber, 
Splitter Crow guards the time machine. He’s armed with major 
hotel and Weaponry, 


You have no chance Pe Splitter Crow by yourself. 


No matter what you do, you need help taking down Splitter 
Crow. As you hide around the chamber, Anya opens a time portal 
and brings a second Cortez to your: time for ; a a tag- -team on 1 Crow. 


No maner. hele you hide, Splitter Crow hunts you down. 


As Crow disables R-110 and catches up to you, going for the 
finishing blow, the other Cortez shows up and distracts him. Now 
its two against one. 


Recruit a familiar face to even the odds against Splitter Crow. 


won't be using the time machine anymore. 


With both of you firing on Splitter Crow, your weaponry can 


l 
| penetrate his defenses. Swing behind Splitter Crow to avoid return | 
_ fire and keep in constant motion. It’s more important to dodge his | 
_ cannons than it is to get that little extra bit of damage in. If you ) 


need a health boost, go fetch the med kit to the left of the stairs 
leading down into the time crystal area. 


With two Cortezes, you can slowly wear away at Splitter Crow’s defenses. 


Pull out all the stops here. Splitter Crow is the last enemy you 
face, so empty your K-SMG clip and use your Kruger if you must 
finish him off with a a few last hits. Disable his feet, first, to hinder 
Crow’s movement. Next, disable his 
guns. The green circles around his feet 
and guns will begin to heal him, so 
_, don’t waste time. Take advantage of his 
| immobility and shoot at Crow’s 
exposed back portion to inflict huge 
_ >» amounts of damage. In the end, he falls 
to the double-Cortez attack. 


Eventually, you take down Splitter Crow with teamwork. 


You're free now to place the time crystals in the machine, and 
Anya transports both you and the other Cortez back to your 
appropriate times. It’s vie last such journey you havet to o more 


ENE myg e E 


When you power up the time machine with the crystals, Anya zaps 
you and your other self back to safety. 


Back at HQ, the General and Anya congratulate you on a job 


| well done. With the time crystals destroyed with the destruction of 
_ Crow’s base and Crow’s time machine gone, the TimeSplitter 


invasion has been erased. R-110 
waves good-bye as he fades 

_ from your existence, and things 
| can return to normal. You won’t 
be visiting 1924 or 2052 again, 
and that’s fine with you. It’s 
time for a little R & R anyway. 


Back at HQ, it’s mission 
accomplished, though you 
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Multiplayer Combat 


What’s better than riding through time and chasing after a crazed 
maniac bent on destroying the human race? Playing with up to 15 
other real-life human players in battle zones scattered across time. 


Big battles in the single-player 
game don’t compare to a 

full skirmish against 15 

other players. 


That’s right. Multiplayer 


blast—literally! It’s a whole 
===) other world than the single- 

“= player storyline—or several 
worlds, actually, when you count the 15 maps to play on—so strap 
on your armor and grab a plasma autorifle as you read through 
some strategies that will make life, well, livable, in the chaos of 
multiplayer mode. 


fEW-CODE ONLY 
fe not represent final quality 


Select Back @ Player Progress 


You have many multiplayer map choices, like the Hotel and its 
spooky haunted-house feel. 


Gun Crazy 


Single-player combat is fun, but up-close multiplayer action gets the 
adrenalin flowing. 


So you battled your way through all 13 single-player missions? 
Time to ease out of that slower, strategic role and slip into some 
faster action where you must be on guard against your neighbors 
at all times. You pit your mind against other humans in multiplayer, 
not an Al, so many of the strategies you applied to Jacob Crow’s 
minions go out the window when each enemy can act independently. 


the Weary 


combat in this game can bea | 


_ increases your odds of living and can set 


number of enemies. 


“TIP 


Identify 
4 your opponent’s 
weapon immediately. \ 

~ You must know what 
you’re fighting; otherwise, 
you'll accidentally run in | 
close to a shotgun or get 
caught in a confined spac 
against the rocket _ 

launcher. a 


TIP 
No Rest for 


You have more time in single-player mode to set up than in 
multiplayer. 


In single-player mode you can play methodically. Except in a few 
areas where you’re on the clock, you can leisurely recon the area, 
set up your battle plan, and then call the shots when the time is 
right. It’s a different experience on multiplayer maps. 


Keeping on the move is one of the keys to.a healthy multiplayer life. 


Keep moving to make it difficult or impossible for the enemy to 
zero in on you. Against a group of enemies, flank them as you circle 
strafe in a continuous blur of moving gunfire. Dancing around 


you up for a better angle on any 


- When someone ~ 

is behind you, zigzag ` 
away from them to ` 
make it nearly impossible © 
_ for them to strike you 
with more than a single — 
: lucky shot. | 


Strafing comes in handy 
around corners and against 
T frisky opponents. 


In cases where you’re 
assaulting an enemy position 
or where an enemy guards a 
target, single-player tactics 
may apply. If you have time, 
> set up a long-range shot to 
minimize the risk, especially 
if you have the SciFi sniper rifle and its powerful zoom function. 
You can also attempt to lure enemies out from their defensive 
positions into an area, such as a tight corridor, where you can 
quickly draw a bead on them. 


d 


; 3 A> 
Some single-player tactics, such as sniper shots and drawing an 
opponent out into the open, work in the multiplayer arena, too. 


Forget Me Not 


Learn the ins and outs of the maps like the back of your hand. 


Learn every weapon location on the map, or at least learn where 
each closed door, stairwell, and secluded corridor takes you. 
What’s the most strategic ambush point? Where will a kill likely 
spawn? Where can you quickly find cover? If you don’t know these 
things, your opponent will—and you will pay for that mistake. 


3 Camp on the spots that generate the best weapons or best tactical 
a positiĝns. 


100 | 


a 


` or join the crowd and exploit them 


‘CAUTION 


| spot locations, run from med kit to 
` med kit. Gun enemies down along the 
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Camping means sitting on the best map spots. For example, on 
the Mars Prison map, players might stake out the rocket launcher 
room for the high-powered ranged weapon that has the ability to 
shell the nearby corridors with explosive death. 

Know the favorite camping spots so you 
can prevent others from gaining them, 


Don’t hesitate 
at your spawn point. — 

Move before you’re 

fully formed (with the _ 

blue energy still dancing — 

around you) in case an — 

enemy lines up a shot | 
on you. . 


yourself. 


When you know all the healing 


way. In the meantime, you present a 
hard-to-hit moving target and boost your life 
every 10 seconds or so when you reach the next med kit. 


Upgrade Immediately 


Upgrade from your pistol to a deadlier weapon immediately. 


| You’re most vulnerable right after you spawn. At that point, you 


have only a minor weapon like your SciFi handgun, no armor, and 
only an inkling of where the others are around you. Beeline 
straight for the most potent weapon and hope to pick up some 
armor along the way. 


Guns that inflict heavy damage per hit or that unleash a ton of 
projectiles at once are your ticket to quick kills. 


Stealth isn’t really an option, so concentrate on weapons with 
lots of damage, such as the tactical 12-gauge shotgun on the earlier 
time-period maps and the plasma autorifle on the more futuristic 
maps. The sniper rifle is effective if you’re the sniper on your team 
or want to guard a single location with a good view and time on 
your side. Otherwise, it’s too slow. 


primagames.cbm 


Take advantage of potent weapons such as the flare gun in the 
Temple or the entrenched machine gun in Vietnam. | 


When you can’t grab a heavy-duty primary weapon, stockpile | 
some plasma grenades or timed mines. Both offer a good defensive — 
weapon to shrug predators off your trail and buy you time to gain | 
a superior weapon. | 

j 
| 
| 


Team Titans 


Unlike 


In single-player, you are the boss. Sure, your comrades 
on the various missions can help you out or point 
you in a direction should you get stuck, but it’s 
your decision that counts. 


Multiplayer Combat “ 


If you don’t work together with your teammates, you could end up a 


| puddle on the floor. 


In team-based games, you don’t make the ultimate decisions 
unless you’re an excellent—and accepted—team leader. Most 


| likely, your teammates will want a say in the battle plan. You must 


communicate effectively with them. Appoint one person the 


_ leader, and if you get into an argument, resolve it quickly, or the 
| enemy ends it for you. 


Multiplayer Maps 


Each arcade (or multiplayer) map has a distinct look and feel, 
and each sends you to a unique environment. What are the best 
strategies on each one? Where is the prime real estate? Here’s a 
quick look at some of the best spots in the multiplayer maps. 


Blood-smeared walls are just some of 
the disturbing qualities of the spooky 
Hotel map. 


If you want a little horror action, the aes 
haunted-house-like hotel is the place. 
The bloodstains on the wall might not be 
yours, but other players grabbing the 
shotgun will want to recreate the bloody 

- 2 wall art as soon as they can. Beat them to 
it by Tae the shota under the stairs or the ghost gun on the top level out 
by the max damage sphere. Only when you’ve put everyone else in the grave can 
you rest. 


@ Dual-Wield Luger 
©) Ghost Gun 


| @ Injector 


© Shotgun 
Q Armor 
O Cloak 
© Grenade 
Q Med Kit 
@ Max Damage 
@ Proximity Mine 
(S) Speed Boost 


Map depicts Deathmatch Mode. Icon placement may vary. 


Sea eagle 


es ENA 


Multiplayer Combat 


primadgames.cpbm @ Dual-Wield Glock 


Vietnam @ Flare Gun 

It’s not the jungles of Vietnam, but an under- Q Machine Gun : 

ground complex that leads out into a beautiful (T) Tactical 12-Guage 

waterfall-filled lake. Take advantage of the Q Armor 

mounted machine guns on the lake shores, © Cloak 

but remember that you're a stationary (G) Grenade | 

target (albeit one with a lot of firepower). : q 
: Z = © Med Kit 

The speed boost behind the : : a 

machine-gun nest gives you a quick Expect nonstop action outside the © Max Damage * 

edge to take down two or three extra Vietnam catacombs. @ Proximity Mine : 

opponents or allows you to quickly (s) Speed Boost 


pick up missing health, the cloak, or 


(SH) Shrink 
the tactical 12-gauge. 


@ Harpoon Gun k T 
@ Revolver boon Uw 
@ Soviet Rifle ý 
@ Shotgun 
Q Armor 
© Cloak 

ee: 


© Grenade 
© Med Kit 
© Max Damage 
© Timed Mine 
© Speed Boost 


Venice 


The streets of Venice are filled with tight 
corners and dangerous balconies. 


Watch out for attacks from above. Besides — 
enemies on the city streets, you must 
monitor the balconies for sniper fire or the 
sudden drop of another attacker. Unlike 
the Mars Prison facility with its high-tech 
weaponry, Venice kicks it old style with 
old-fashioned machine guns, the shotgun, 
and the harpoon gun (exclusively found in 
this multiplayer map). One super-cool 
feature: you can jump on the moving 
gondola and sail around the map’s waterways. 


: If you fall into the water, however, you'll be é 
Maps depict Deathmatch Mode. Icon placement may vary. . swimming with the fishes. : 


| 


@ Double Flare Guns 
(GG) Ghost Gun 

(HS) Heatseeker 

@ Rocket Launcher 
(A) Armor 

© Cloak 


© Grenade 

@ Med Kit 

@ Max Damage 
© Timed Mine 


© Baseball Bat 
.Q Machine Gun 
@ Rocket Launcher 
©) Shotgun 

Q Armor 

© Cloak 

© Grenade 

@ Med Kit 

@ Max Damage 
@ Remote Mine 


eed | 
-A 
acd 


(s) Speed Boos OF} 
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Temple 


Most of the action takes place in the central temple. chamber. 


The dual-wield flare gun is the way to go. One hit from a flare gun 
sets your opponent on fire and puts them down for the count. 
Imagine when you have one of these weapons in each hand! The 
map revolves around the main central temple, with lots of corridors = 
and passages leading out to the sandy plateau. Don’t get too carried 
away near the edge—you can fall off the cliff to your doom! 


Make sure you're dressed to kill on the 
disco scene. 


À You dance to stay alive on this map. 
The catwalks and small rooms revolve 
around the disco dance floor, and 
most of the action occurs on the floor 
i or on the stairs and balconies that 
Ae overlook it. For maximum kill potential, 
© : go for the cloak pickup located on the 
upper balcony to the left of the golden 
disco dancer statue near the white 
spotlight (you can spot it from the 
dance floor). Combined with the 
shotgun, you can sneak up on enemies 
and eliminate them with a single shot. 


- Maps depict Deathmatch Mode. Icon placement may vary. 
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Subway 


RANK 


6th _ 


> I ~~ 
There’s never a dull moment in the dark 
corridors of the Subway’s underground 
labyrinth. 


Commuting was never this hard. As you race 
through the underground train station with all 
its filthy corridors and dark stairwells, pick up 
anything better than the Luger you begin 
with. Stake out the life boosts and either nail 
enemies looking for more health or use one 
yourself when you’re low. For extra fun, listen 
for the station attendant’s humorous 
announcements over the loudspeakers. 


Zeppelin 


On the zeppelin, you can actually climb to 
the top—and fall off if you're not careful. 


The pitfalls on the zeppelin are almost as deadly as your opponents. Watch 
out for the holes in the floor, the air vents in the upper compartment, and, of 
course, the top of the blimp itself. You can run up there and battle it out, but 
it’s very easy to slide off the side and fall thousands of feet to your death. 
Your armor won't do you a bit of good then. 


m vc 7a Ge 


» 
@) Dual-Wield Machine Guns 
@ Flare Gun 

(E) Luger 

© Shotgun 

(A) Armor 

© Cloak 

(G) Grenade 

© Med Kit 

© Max Damage 
@ Proximity Mine 
© Speed Boost 


@ Dual-Wield Kruger 
© K-SMG 

@ Mag-charger 

| © Shotgun 

Q Armor 

© Cloak 


(G) Grenade 
© Med Kit 
| © Max Damage 
© Remote Mine 


© Speed Boost y 


Maps depict Deathmatch Mode. Icon placement may vary. | 105 
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Mars Prison 


| @ Plasma Autorifle 


The complex is a square with a large L-shaped 
section outdoors and is open to long-range 

firefights. You want the heavy-duty rocket IRA) Armor 
launcher (located in four separate map areas), 


@ Rocket Launcher 


| @® SciFi Handgun | 
| 
| 9 SciFi Sniper Rifle 


unsuspecting targets. @ Plasma Grenade 


© Speed Boost j 
j 7 


: : : | @ Ghost 
but the plasma autorifle can wipe out enemies | Med Ki 
from afar, too. Also, don’t discount the snip er | Q Med Kit 
rifle. “Unlike other maps with lots of twists — lags | © Max Damage 
and turns, you can camp in the outdoor area with the sniper rifle and pick off ie | © Timed Mine 
| 
| 


Multiplayer Combat 
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Siberia 


Cross the ice at maniac speeds with the jeep. 


Talk about being on thin ice: one damaging hit from — 
an opponent's sniper bullet or rocket and you're toast 
on this ice-encrusted battlefield. You can dash across 
the huge ice pond, or you can dance through the 
bunker towers scattered across the map. Reach the 
area with the heatseeker, which sits near the tower 
that holds a med kit in its lower level. Between that 
med kit and a second one at the nearby corner, plus a 


suit of armor across from the heatseeker, you’re maxed out both offensively and defensively, 
just like that. 


@ Flare Gun 

QO Heatseeker 

(Mc) Mag-charger 
(SR) Sniper Rifle 

@ Vintage Rifle 
© SciFi Sniper Rifle 
(A) Armor 

© Cloak 


@ Med Kit 
@ Max Damage 
(s) Speed Boost 


AEE 
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TE O 
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‘Bunker 4 
_The dilapidated 7 
_ underground 
_ bunker rooms 
_can hide an 
| enemy at 
J every turn. 


@ Dual-Wield 9 mm Piston 
@ Mag-charger 
@ Minigun 

© Soviet Rifle 
(A) Armor 

© Cloak 

© Grenades 

© Med Kit 

© Max Damage 
@ Proximity Mine 
(s) Speed Boost 


“ Get used to 
running through doors and 
fighting at close quarters ‘cause 
that’s exactly what you’ll be 
doing on the Bunker map. The 
higher-powered weapons excel 

in the tight spaces, since your 3 
opponent doesn’t have a good 
chance of escaping your fire- 
power. On this map, grab every 
bit of armor possible. Against a 
similarly armed opponent in a 
small room, that small amount 

of shielding can be the differ- 
ence between a kill or a death. 


FF «i 


Q Plasma Autorifle 
Q Dispersion Gun 


SR aie REI 


@ Electrotool VR 
| | © SBP500 

| @ SciFi Sniper Rifle 
Q Armor Ss ee = Tap into some 
© Cloak 3 < DE Ur q t futuristic 
(M) Med Kit Í : Tf” peen J a, La : x weaponry on 
Q Max Damage MEL i : = “Wee the Virtual 

| @ Plasma Grenade YS Reality map. 

| (s) Speed Boost 


Ih this virtual reality world, you get to enjoy a 
ound with futuristic weapons. Battle your 
gpponents with the SciFi sniper rifle, dispersion 
un, or the ever-potent plasma autorifle. Be 
areful running around this map, though. The 
dolors can be dazzling at times, and the red can 
blend in with the plasma autorifle fire and catch 
ou off guard. The mazelike VR setting is big, but 
ot nearly as big as it appears. Instead of walls, 
ou have beautiful horizons that seem to go on 
forever but leave you stuck at the mercy of your 
‘opponent's trigger finger if you run into the illusion. 


Maps depict Deathmatch Mode. Icon placement may var =- 


i | 

E 
eS. 
iit 


Bf Pina gan @ si oc bm 
Spaceport 


The landing bay offers lots of open terrain to pick off targets at range. 


The action gravitates around the spaceport, with the 


floating spaceship smack-dab in the center of the heated activity. Run around the 
spaceport at full speed to grab all the items and to quickly power yourself up without 
much risk other than a stray shot. Unless you know your opponent has the gadgetry 
advantage on you, stay in the spaceport and catch others as they enter through the 


exposed doorways. When you must go on the defensive and hunt for med kits, retreat 
| down the nearest passage and loop back around when you’re pumped up. 
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Whoever controls the cloak 
pickup in the garden has 
the major advantage 

3 inside the restaurant. 


TO UPPER 
LEVEL 


Don’t expect to sit 
down to some chow 

| mein at this Chinese 

; restaurant. With all 
the bullets and explosions, the building’s lucky if any of — 
the glass survives the encounter. During your game, : 
head outside if you can and pick up the cloaking device 
(and armor) out by the bridge. Then head back in 3 ae 
through the main entrance, where you can upgrade to 

the dual-wield machine guns. You can also equip the 

injector on this map, which causes an opponent to swell LOWER LEVEL 
and explode if you nail them successfully with a dart. „Most 

of the fighting will take place in the storage room; if you get 

stuck in there, use the long tables as cover and dance back 

and forth through each aisle, unloading whatever armament 

you have at your adversaries on the other side of ther room. 

Beware the restaurant’s dead-end rooms (like the bath oom) 

where you don’t want to get trapped. 


TO LOWER 
LEVEL 


ae 


oe š 


UPPER LEVEL 


say RCA ai cu heehee, 


Multiplayer Combat 
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Mexican Mission 
/ Most of the action occurs out in the open courtyard part of the map. 
The Mexican Mission map winds you through adobe buildings and across a large, open 
courtyard. With the multiple levels—including being able to walk out on the roof to fetch the 
cloak pickup—you can get hit from any direction and any elevation. Given the opportunity, seize l 
the Heatseeker on the rooftop in the courtyard (the one with the slanted ladder leading up to the | T 
top). Likely, you’ll run across the Shotgun most often, which means you want to close in tight to T j 
. 4 


your victims before pulling the trigger. 
: > 


TO MIDDLE 
LEVEL 


LOWER LEVEL 


MIDDLE LEVEL 


TO LOWER 


LEVEL 
TO UPPER 


i AE 


TO MIDDLE 
LEVEL 


TO LOWER 
LEVEL 


TO UPPER 
LEVEL 


UPPER LEVEL 


Maps depict Deathmatch Mode. Icon placement may vary. f 


provide shells to hide in 
during enemy assaults. 


Training Ground is an 
in-your-face experience. 
The main area holds lots of 
weapons, so it’s a magnet 

= for activity. When under 
fire, don’t be afraid to dee | into a building for cover, especially 
if you have a weapon like the Shotgun that you can use to 
plug your assailant through the slit window or open doorway. — 
The control room holds some Armor and Grenades, while the 
Speed Boost rests on the upper level of the building against 
the cliff wall to the left of the circular, single-story bunker. You 
have to be trigger-happy on this map, as the threats come fast 
and furious. 


fm 
bl 


ìà Bare-bones buildings y 


| Map depicts Deathmatch Mode. Icon placement may vary. 
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O Machine Gun 

@ Rocket Launcher 
© Soviet Rifle 

@ Tactical 12-Guage 
(A) Armor 


© Cloak 
© Grenade 


| © Med Kit 


© Max Damage 
© Timed Mine 
(s) Speed Boost 


Arcade Mode 
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Arcade Mode 


It’s time to split! Split your attention among lots of Al bots and 
human opponents, that is. Unlike Story mode, Arcade mode offers 
15 new competitions that you won’t find in your single-player 
adventures. Whether you want a taste of “Deathmatch,” “Capture 
the Bag,” or “Vampire,” there’s something for everyone—and 
enough weapons on each map to outfit a third-world country. 


You initially have a choice between Arcade or League mode. 
Arcade allows you to choose the game type and map. League sets 
up a series of competitions on these same maps, and you can only 
continue to the next trial if you beat the first one (similar to the 
Challenge setup). 


For example, the amateur League has three main competitions: 
One Gun Fun, Nightstick, and On the Take. Each of these competi- 
tions has three subtrials, such as Nightstick’s “Commuting Will Kill 
You,” “Toy Soldiers,” and “Dam Cold Out Here.” To complete a 
subtrial, you must beat that particular game type on the particular 
map (such as Elimination in the Subway map for the “Commuting 
Will Kill You” subtrial). 


Whether you take the long road with a League or go for instant 
gratification with an Arcade game, you won't be disappointed with 
the thrills and, eventual, spills. 


\ 4 N 
ee 


On Arcade maps, your one-time allies can be enemies. 


Deathmatch z 


= 


the other 


Use anything and everything at your disposal to doom 
players in Deathmatch. 


Many of you are familiar with Deathmatch. Very simply, it’s kill the 
other combatants before they kill you. In Deathmatch scoring, 
it’s more important to earn kills than it is to stay alive. 


The person with the most kills in the time limit, or the one who 
hits the agreed-upon kill number at the start, wins first prize. If two 
or more players are tied, the tiebreaker is the least amount of 
times killed, so do your best to stay alive while racing around 
eliminating others. 


Team Deathmatch 


Fs S a 
In Team Deathmatch, you work with your teammates to disable the 
other team. 


Ears 


In Team: Deathmatch, you’re allied with your teammates to kill as 
many of the other side as possible. Adopt a mob mentality—travel 
in packs and concentrate all your firepower on one individual at a 
time. You can cut down enemies in seconds this way and reduce 
the chance of multiple return-fire strikes heading your way. When 
you get close to a teammate, you can see the appropriately 
colored icon over a teammate’s head—even through walls—which 
makes hooking up with someone a snap. 


Fight through enemy territory to capture the enemy’s bag while 
simultaneously protecting your own. 


Capture the Bag combines the elements of the familiar “Capture 
the Flag” game with Team Deathmatch. Some of your team must 
guard the bag, while the other portion goes out in search of the 
enemy’s bag. Keep at least two teammates back to guard the bag 
(one can easily be overwhelmed), and then send out all the others 
in force to seize the enemy bag. The bag locator spheres (the ones 
that flash in your team color) pinpoint both bags for you on the 
radar screen. The cloak pickup is also super useful for sneaking in 
and stealing the enemy bag. 
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Small or tall? It all depends on how many kills you notch in your belt. 


longest amount of time. In this variant of Deathmatch, your ranking determines how tall or 
: - small you get. At the top of the scoreboard, you look like a giant 
In a game of Bagtag, it’s not about who can shoot the best, but ` compared to the dwarves with the lower scores. Of course, being 


who can run the best. Whenever you don’t have the bag, follow all ` smaller means you're harder to hit, so it’s possible to come back 
those who are running in a particular direction—they are no doubt | with several kills against the big boys. 

after the person with the bag. Tail the person with the bag, and 
even if you don’t kill that player yourself, make sure you're the first 
person on the scene to grab the bag. The speed boost, of course, is 
a tremendous asset as is the invisibility sphere. If you can keep the 
bag for more than 30 seconds, you usually have a decent chance of 
winning, since it has a tendency to change hands a lot. 


Elimination 


_ Similar to Elimination, the last one standing wins in Vampire. 

| There’s a built-in wrinkle, however. Each of your lives has a timer; 
_ when the timer expires, you die whether someone shot you down 
or not. If you kill someone else, you reset your timer and live for 


After you lose all your lives in Elimination, it’s game over. _ another few precious seconds. 
Elimination is a kill-or-be-killed arena, except you have a set | Thief 
amount of lives (each death uses one up), and whoever survives | 
the longest wins. Apply the same tactics as Deathmatch—upgrade 
your weapon as soon as possible, keep moving, and hunt for those 
med kits to boost your health back to full. You want kills, but not at 
the expense of a life. The invisibility sphere is huge—while the | 
others whittle each other’s lives away, you can line up perfect | 
shots and live that much longer. 


Before you end up a stain on the floor, steal as many reward coins as 
you can. 


Unlike Deathmatch, you can kill as many players as you like without 
gaining any victory points. Each kill offers up a gold reward coin, 
and it’s that coin that you’re after. Capture the agreed-upon 

` number of coins and you win. A sneaky tactic is to linger on the 

- outskirts of a battle and then charge in near the end to finish off 

| the last opponent and snatch up all the coins. The invisibility 

_ sphere also gives you an added advantage for pilfering a coin or 


J 4 / _ two that you might not deserve. 
| | 
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Virus 


tor 


The virus carriers will inflict the green flames on you if they touch you. You only score when you're the gladiator. 


Gladiator is a variant of Deathmatch where only one person can 
score points at a time. The person who kills the gladiator (the 
player glowing yellow and appearing on the radar screen as a blue 


Beware the green flames! In Virus, one person carries the virus and 
tries to infect the other players. Each tagged player turns into a 
virus carrier themselves. The last player not to be engulfed in the 
green flames wins. Don’t worry about kills. Identify where the virus | dot) becomes the gladiator, and any kills you make as gladiator 
carriers are and run the other way. Know your map’s layout so you count toward your final score. Obviously, you want to be the one 
can use the best escape routes. to eliminate the gladiator, so if you see other players bearing down 
2 0 n es on the gladiator, remove them first. 


Monkey Assistant 
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Capture the zones by running over an opposing colored marker. 


A variation on Team Deathmatch, you work with your allies to 
capture various markers spread across the map. Learn where the 
markers are located, and camp in a strategic spot that can reach 
several markers in a moment’s notice. As soon as they turn into the 
enemy team’s color, head into the area, blow away the opposition, 
and turn them back to the appropriate color. 


| Who doesn't want monkeys fighting for them? 
= 


on} Monkey Assistant is another Deathmatch variant, 
but, as the name implies, the person in last place 
receives two monkeys to fight for him. The monkey 
picks up and uses weapons and rushes after 


) m | enemies as if they were teammates. Of course, if you 


i 
i 


© 


ascend out of last place, then someone else gets to 
enjoy the simian 
support. 


Assault 


In Assault mode, you have four complexes to break into. 


Break out the heavy weapons ‘cause you’re going to need them. In 
Assault mode, you break into a facility, and it doesn’t involve just 
blowing in the front door. You must first breach the facility, override 
its security codes, and then perform one final task to finish off the 
base. Your allies work with you to accomplish all the goals; it’s only 
through teamwork that you can destroy the autoguns and enemies 
guarding every corner of the place. 


CHALLENGE 


Challenges 


Challenges 


So, you mastered time and beat Jacob Crow once and for all. It still 
doesn’t mean you've beaten the game. Flip over to the Challenge 
menu and you'll test your skills against all sorts of odd events— 
undead swarms, cat racing, monkey curling, and more! 


Behead the Undead 


Monkeys and animated meat were never so deadly. When you 
must fight a dozen zombies at once, no matter how silly they 
might appear, you’re in for some serious trouble. The trick is to 
keep moving and hope your trusty weapon doesn’t give out when 
you need it most. 


Brain Drain 


Clear out one ort of the hallway and then run to the other side 
before the monkeys spawn on you. 


You battle the zombie monkeys in a confined area at the haunted 
hotel steps. You can’t go up the steps—unless you want to dance 
around some of the monkeys, and then you only have three seconds 
before the challenge ends from you being “out of bounds” on the 
stairs—so stick to the long corridor by the burning barrels. 


Run back and forth between the two red doors at either end of 
the corridor. The monkeys spawn in the corners behind the stacked 
crates. Clear a side, then run to the other side and clear that while 
the new zombies spawn back on the side you just came from. 


After wave three, pay close attention to the monkeys with 


pme as 


| Rare or Well Done? 


shotguns and the flying ghosts. The monkeys shoot at you from the | 


stair’s first landing and will hit you from across the room if you're 
not SAE sea d Sasa quickly. If a ghost veers toward your 

T head, switch off any zombie target 
and obliterate the ghost. You don’t 
want that thing hovering around you 
a| and sapping health away. 


When ammo runs low, dodge to the 
center between the two staircases and 
get the shotgun. 


Keep moving at all costs. It’s always more important to dodge a 
zombie or ghost attack than it is to destroy a single target. As with 
normal zombie-attacking procedures, blow their heads off to stop 
them permanently. They move at different speeds, so kill the fast 
ones first to give you more time to react to the others. Score 5,000 
points to earn a bronze medal, 10,000 for the silver, and 25,000 for 
the gold. 


i 


The animated meat creatures can stalk you from the doorways or 
the corners. 


Unlike the zombie monkeys, your second setting, the kitchen, 
offers very little space to maneuver. Don’t get pinned down in the 
corners, especially the one behind the table, or get knocked out of 
bounds into one of the spawn rooms. The zombie meat also 
spawns in the kitchen corners, so you're not safe sitting tight. 


If the meat pins you down, it’s 
game over. 


; Circle strafe the room at all 

| times. It takes three hits with 
your tranquilizer darts to 
destroy one of the animated 
meat creatures, so be 
patient. Pick off meat one by 

E one as you dodge out of 

Hanns s WaN. and mich you do get pinned down, unload the full clip 
to blow through the meat and break free into open space. 


Boxing Clever 


| Use boxes or zombie heads to cripple your adversaries. 


It’s time to do some “boxing.” Use your uplink to grab boxes and 
throw them at the zombies’ heads. This time you're stuck in a 


-circular a, lab with only your dodge skills and telekinetic 


powers to save you. 


A successful blow to the head 
removes a zombie. 


is eis i - <A 
Run in circle! to avoid the bitibies! and grab a box to wing at 
the closest undead victim. Strike zombies in the head to deliver 
the knockout punch; the boxes are so big, you can even cream two 
zombies at once (and score extra points for the combo). When you 
| have dead bodies, maneuver the smaller zombie heads with your 
uplink and sling those as deadly projectiles. A kill with a zombie 
head scores you more points—100 instead of the 75 for a box kill. 


Cut-Out Shoot-Out 


Like any good firearm training course, you can learn a lot from the 
firing range. In these obstacle-course shoots, you must strike pop- 
up targets in the time limit to score maximum points. 


Hart Attack 


Watch for targets along the rocks. 


The time limit affects you on this course. To maximize how many 
targets you can hit, do the course at a full run. Ideally, you clip 
each enemy target as you run and don't have to stop for a second 


or third shot. You have only one minute and 30 seconds to get all 
18 targets. 


The most difficult shot in the 
challenge comes from an 
enemy up high flanked by 
two civilians. 


You can get fairly close on 
most of the targets, so the 
shots won't be too difficult... 

- until the civilians start 
showing up. Hold your shot a split second to make sure you have 
the correct foe, especially on the bridge target that is flanked by 
two civilians. 


Come Hell or High Water 
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| You have two minutes to strike 18 targets on the Venice course. A 

| gondola guides you through the course. When the ride is over, so is 
| your time. Just find all the targets. Most are on water level, though 

| a few slide across balconies and windows and submerge underwater. 


Some targets are placed ina 
difficult area up high. 


It may take a few rides to 
learn where all the targets are. 
When you know where your 
target is going to show up, be 
ready to put a bullet into its 
3 midsection for maximum points. 

z =“ Beware the tourist decoys that 
flash in front of a demon target—points are subtracted if you hit them. 


-Balls of Steel 


You don't move in this challenge, but you still have moving targets 
to hit. 


There’s no running on this course. You stay in one place and use 
your vintage rifle to eliminate all 13 targets in one minute. With a 
short clock, your aim must be true. 


Use your zoom to pick off the 
back-row targets. 


Play through the course a 
number of times to memo- 
rize the order of the pop-up 
targets. Most of your targets 
appear in the middle of the 
area, or slide through it, so 
set up there and adjust to 
the few that pop up to your 
right or left. Use your zoom to get a better shot at the farther tar- 
gets. Remember that it takes a little longer to attack with the zoom 


` than eyeballing it yourself. 


‘Cat Driving 


Besides blowing up the world, Khallos has other diabolical uses for 


_ his mechanical kitty. Drive the cat around various racecourses, but 
_ it’s not as simple as stepping on the accelerator—you really must 


know your turns and pitfalls to fly through the course in enough 
time to earn a medal. 


Challenges 
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The Cat's 5 sak of the Bag 


Aim for ihe c corners and apenaii a Cuntrbiled slide to set up your 
next section of the course. 


You must fly to earn some medals on this track. Accelerate from 
the start and aim for each inside corner as you approach. Your cat 
is small enough to cut corners really tight, which saves you time 
since there are many corners in the course. If you swing out wide, 
you won't complete the course fast enough. The only braking you 
do is after you cross the finish line. A minimum time of one minute 
and 40 seconds earns you the bronze. 


Some cats might have nine 
lives, but you have one. 

į Crash just once and you can 
i hang it up. 


One crash and you're done 
for, so it takes several tries 
| until you know the course 
inside and out. The key is to 
keep accelerating, especially 

m a ae on the long straightaways. 

Slow down only when you want to skid through a tight turn or 
when you think you’re going to flip. You can’t afford to pussyfoot 
around or you'll be dog food. 


pai It va 


Hairpin turns and crazy colors challenge the stoutest driver. 


Unlike the flat first course, this second course is all about ups and 
downs and wicked turns. Out of the starting block, go uphill and 
then make a hairpin turn back to the right at the top. Follow the 
flashing red arrows and pick up as much speed as possible before 
the hills; otherwise, your lack of momentum grinds you to a near 
halt as you crawl up the hill. 


: sa > 
You can go airborne with 
your cat and still finish with a 
good time. 


On the first long straight- 
away, pick up some good 
acceleration, but you imme- 
diately hit a long downhill at 
the end. Don't stress it too 
much. It’s worth flying down 
the hill, even if you flip, 
since, with practice, you can use the flip button to right yourself in 
enough time to avoid the wall at the bottom. Take it easy on the 
course’s second half and you cruise to at least a bronze medal. Do 
two minutes and 45 seconds or better to earn a medal. 


The Cat’s Pajamas 


Line up those red checkpoints and stay inside the cones. 


Three minutes and 10 seconds scores you a bronze medal on this 
track. Blazing through this ice course, however, takes some preci- 
sion driving—or skating, as the case may be. You must line up your 
red checkpoints on the horizon and then accelerate full speed 
ahead. When you near a checkpoint, begin your slide in the direc- 
tion that sets you up to beeline toward the next checkpoint. 


The course’s jump platform 
can throw you all over 
the place. 


Try to stay inside the 
cones. You can knock them 
over, but the collision costs 
you valuable time and can 
flip you. The jump just 
before each lap’s finish 
almost always causes you to 
go down, so be ready with the flip button to right yourself. 
Acceleration is not a problem on the ice track; it’s all about 
learning how to skid. 


‘iia 


119 


icici 


(Super Smashing Great 


_ You can have a smashing time on these three challenges. Shatter 
as many bottles, plates, and pots as possible within the time limits 
_ to earn your medals. 


| Avec Le Brique 


Everything breakable in the Chinese restaurant must lie in pieces on 
the floor. 


Three minutes and 30 seconds isn’t much time to do this challenge. 
You have a lot of real estate to cover through.the whole Chinese 
restaurant—starting in the storage room and wandering up to the 
serving areas. Destroy all 103 “smashable” objects to complete the 
challenge. 


Even the small windows are 
| part of the destruction spree. 


Start with the plates in the 
| storage closet. Aim between 
the shelves to strike the 
plates, and if you come at 
the proper angle from the 
side, you can sweep a brick 

: ce - across a shelf and take out 
several pites at once. When all the plates lie on the floor, run up 
to the serving area and break all the glass— 
large windows, small windows, decorative 
runners, anything breakable. You spend 
most of your time looking for every 
breakable object. 


CAUTION 
Absolutely Potty 


i Your brick 
can bounce back 
and hit you. Throw 

; it at an angle 

if you’re low 

on life. 


SS 
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This challenge is a lot of fun. The pots aren’t difficult to get rid of; 
it’s the time limit that’s the real challenge. You have two minutes 
and 30 seconds to destroy 52 pots spread across the temple—plenty 
of time if you memorize all the pot locations and shatter them 
expertly. 


à A well-placed shotgun blast 
decimates the central pot. 


Race from pot to pot and 
be sure to reload between 
pot locations—you don’t 
= want to be waiting while you 

= reload. As soon as you spot 
one of the five monkeys, 

: : ue “= concentrate on the pot the 
monkey is baf yine. Theda are the hardest to track down. Don’t hit 
the monkey or you'll have five seconds added to your time. Ammo 
is limited, but there are two ammo pickups along your path, so 
make sure you walk over them as you decimate more pots. 


Don’t Lose Your Bottle 


Smash the bottles as fast as possible. 


Take the two bottles in your starting balcony as a gift; you will 
have to run around the disco to smash the rest. You have two min- 
utes to destroy all 31 bottles; the faster you perform that task, the 
higher your score. 


_ Don't shoot the drunk 
| guards or you'll receive a 
= time penalty. 


Comb the whole disco for 
the stray bottles and shatter 
them methodically, one by 
one, as you proceed farther. 
There are five drunk guards 


that hold bottles. You must 
destroy these bottles without 
hitting the guards or five seconds will be added to your time. Once 
you know where all the bottles are located, if you stay calm and in 


_ control, you’ll master the challenge quickly. 


Challenges ` 
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TimeSplitters "Story" Classic 


You can ace adversaries on the Vietnam map, but can you play 
through a whole story level in Vietnam? In these mini-adventures, 
your mission is to retrieve an item and return to the original worm- 
hole while battling robots, henchmen, and zombies to the death. 


Queen of Harts 


Robots of all sorts and sizes impede your progress. 


You begin at the wormhole in the control room; you must race 
through the challenge to retrieve the time crystal at the complex’s 
far end. Take care of the guard in the control room, then navigate 
the corridors carefully. There are no med kits, so you have only 
one life to conquer everything. 


Find the time crystal and 
return to the wormhole for 
victory. 


Use your dual-wield SciFi 
handguns until you can gain 
|| the minigun from the room 
with the two giant robots. 
Fight through the corridors, 
4 and when you reach the 

: golden-lit room with the 
ramp, drop off the side, and battle the ambush from some cover. 
You don’t have to destroy every foe you encounter—just get the 
time crystal and return in the best time. However, any enemy you 
leave on the way in will be there on the way out. 


pasted sy Namby Pamby 


Enemies in body armor and toting machine guns block your 
every step. 


From the moment you leave the wormhole, you are besieged by 
enemies in body armor that throw lots of shells around with their 
machine guns and assault rifles (and toss an occasional grenade at 
your feet). You have the tactical 12-guage to start, which means 


SSNS a ss ian 
you must be in close range to wipe out a foe in a hit or two. Rely 
on the soviet rifle as soon as you find it on one of the dead enemies. 


The lunchbox lies at the end 
of the underground maze 
= near the waterfall. 


Fortunately, most of the 
map is filled with under- 
-| ground tunnels. Use the 
-| twists and turns as cover and 
we Nail enemies in the head as 

3 they round those corners. 

a When you reach the mass of 

soldiers in the central encampment, stay in the tunnels as you pick 
off the enemies on the outskirts, then move out and use whatever 
cover you can (rocks, wooden barricades, etc.) to stay protected 
from the surrounding enemy fire. Stay near the tunnel walls and 
recon around corners as you wind through the maze in search of 
the lunchbox by the waterfall. On the return trip, you have spread 
them out a bit and can use the cover to your best benefit. 


punpee of sr 


Zombies try anything to catch your attention. 


To make the best time on this mission, continuously stay on the 
move. The double-pistol action works great against a zombie up 
close, and you want to blast the undead at point-blank range to 
prevent wasting ammo on misses. Zombies are slow, so scope out 
the area for your next door and the best space to fight the zom- 
bies—a place where you can see them coming from a long way off 
and none can attack you from behind. 


The gentleman’s magazine 
| rests on the ground on the 
only stretch of outside real 
| estate. 


Keep heading up the stairs 
and hallways to reach the 
outdoor roof area where the 
gentleman’s magazine is 
located. On the return trip, 
you encounter a TimeSplitter 
swarm, but if you’re quick, you can dash by them and retrace your 
steps to the wormhole in record time. 


z 


(Monkeying Around 


_ Everyone loves monkeys, especially disco-dancing or melon-steal- 
_ing monkeys. In these three challenges, you must abuse a few 

_ chimps to score your points, but it’s all in the name of science—or 
_ something like that. 


{Electro Chimp Discomatic 


d un | N 


Set up a system to give the chimps the juice. 


While the monkeys break out the moves on the dance floor, all you 
do is provide them the stimulation, courtesy of your electrotool. As 
the cyborg monkeys’ batteries die down, you must target each 
monkey and fill him back up with electricity. A meter to the mon- 
key’s side shows you when he’s full (turning yellow), but too much 
juice sets the poor little guy on fire. When you see smoke billowing 
out of the monkey’s fur, cut the electricity and hope he doesn’t 
burn you out of a top spot. 


veneers 


Too much electricity can 
a suddenly combust the poor 
monkey. 


| Last three minutes to get 
the bronze; four minutes 
=| nets you silver, four minutes 
and 30 seconds earns you 
gold, and five minutes grants 
you the top prize—platinum. 
Each wave adds more mon- 
keys to the floor. Rather than bounce around haphazardly, start at 
one corner and continue in a clockwise direction, charging each 
monkey in turn. When you get around to the start again, the first 
monkey is low, but you are ready to fill him up again. If you lose a 
single monkey, you're out of the competition, so watch those 
meters! 


Melon Heist 


nl 
mo 
mo 

ails 
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From up on the tower, zoom with your vintage rifle to pick off as 


_ many melons as possible without striking a monkey. The monkeys 


run across the two pens in front of you. Frequently glance at your 
radar to see where the new monkeys are entering from and spin 
over to greet them. Be careful with your 
shots; be patient and take one good shot 
at the melon, rather than rush and hit a 
monkey for a 150-point penalty. 


TIP 


Always e 
/ aim high. That 7 

way if you miss, 
you don’t lose 150 © 
ol for clipping a_ 


ay 


N 


monkey. 


Each shattered melon gives you 100 points. It’s not too difficult 
to reach the 500-point threshold for the bronze medal, but the 
gold hangs at the expert level of 2,500 points! After two minutes 
and 30 seconds, your fun with monkeys is over. 


Brass Monkeys 


Slide your monkey toward the center of the bull’s-eye painted on the ice. 


Curling might not be as exciting as ice hockey, but throw some 
monkeys into the equation and you have a recipe for success—or 


_ disaster if you slide your monkey too hard. Balance the right 


amount of power (about halfway up the power bar) with an accu- 
rate throw (toward the center to score big points). Slide a monkey 
and pay close attention to the amount of power and direction. If 
you miss the center red zone, adjust your power and tweak the 
direction if it’s off. 


Hit the center red and score 
500 points. 


After a few tosses, you 
come close each time. One 
danger is knocking your own 
monkeys out of the high- 
point range. Aim carefully 
and don’t go overboard on 
the power. If you’re coming up short, use the monkeys that have 
brushes to clear the ice for a smoother ride. 


Challenges 
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Miscellaneous Challenges 


From shooting “basketballs” to shooting down UFOs, you need a 
variety of skills for the miscellaneous challenges. The second chal- 
lenge, TimeSplitters Underground, might be the hardest challenge 
of the whole bunch. 


Cortez Can’t Jump 


com 


Pull the objects to you and shoot for one of the score hoops. 


Cortez has to brush up on his basketball-shooting skills. Use the 
uplink to pull the “balls”—odd-shaped, cubelike objects—up from 
the floor and toss them at the scoring hoops. The easier hoops are 
the ones with the open space fully exposed. Throw as many as you 
can straight through those. With the more difficult baskets—the 
ones that lie flat, hindering your view of the hoop—try to arc the 
ball into the closest hoop. 


When you reach the bottom lobby, 
you have only a few more shots left. 


You have four minutes to score a 
minimum of 100 points. You’re 
awarded varying points depending 
on the shot’s difficulty. If you have 

~ | only alittle time left and don’t have 
> your high score locked down, aim 
for the hob on the far wall. You can score 50 or more points with 
a success. 


TimeSplitters Underground 


You must manipulate two laser cannons simultaneously to survive 
the TimeSplitters. 


You must train your brain to survive this challenge. You man two 
laser cannons on either side of the train terminal, which gives you 
double the firepower, but you must learn to switch your attention 
between them to kill the incoming TimeSplitters. Basically, your 
primary focus is on a cannon when it’s under siege by close enemies. 
When the enemies are at the far periphery of a cannon, switch 
your concentration to the other cannon (since the enemies are 
nearer that one). 


| 1,000 points to score a medal. 


-TIP 


Even with one broken cannon, you 
can still earn a medal. 


When no immediate threats are 
on the screen, position one laser to 
| fire on one of the platform steps 
| (ideally the one where you see the 
%2 most TimeSplitter activity); the 

7 other cannon should watch for 


ats sitaeaauaneiuduullaabi 


` movement. The TimeSplitters come in from the train platform 

| entrances, and after 45 seconds each TimeSplitter, instead of 

| dodging and firing at your cannon, will dart straight for the nearest 
| gun on a damaging suicide run and explode in 


a spray of blood. Blast through four waves 
of the enemies and score a minimum of 


i No matter ~ 
© what, keep your \ 
' laser cannons firing. \ 
You never know when — 
you'll accidentally strafe. 
across an invisible 
TimeSplitter. 


Plainly Off His Rocker 


| Have fun with the dischine gun and all sorts of high- and low- fying 
| targets. 


_ The hardest part of this challenge is tracking down the planes, 

_ which you must shoot out of the sky. From the start. spin your gun 
_ through the sky until you lock onto a target. If there are multiple 
targets, aim for the one that’s closest and easiest to hit with a 

| spray of machine-gun fire. All planes are worth 25 points, with the 
| exception of the UFO which are worth 100 points, but you have to 


be fast. Usually once per challenge, a flying saucer zips out from 


© behind the castle and stays visible for five or six seconds. 


The flying saucer is worth the 
most points. 


Considering that 200 
points earns you a gold 
medal, the UFO takes 
priority no matter what 
you're tracking. Don't hold 
the trigger down for too long 
on a single target: too much 

i ; activity overheats the gun 
and makes it useless for several precious seconds. If you come 
up with 100 points, you strike bronze, and 150 gains you the 
silver medal. 
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Cheats 


You might have played this game a thousand times, but it can 
always be different with all the cheats at your disposal. Here we 
cover the 10 cheats that can make the game easier to play, harder 
to beat, or just plain fun. 


Head Size 


The Big Hands cheat increases the size of the characters’ hands 
and weapons. 


Want a karate chop that knocks out an elephant? You can turn the 
m Big Hands cheat on and enlarge your hands to supersize. Your 
You can adjust the head size to small, normal, or big. weapon also pumps up in size. A bigger weapon means bigger 


: f f bullets and a better chance of hitting your intended target. 
Need a big, fat target? You can inflate heads to about four times 


their normal size. Now those zombie kills won’t be so tough. Of Daintball 
course, you and your companion present a bigger target that way, 
too, so be careful how long you let an enemy line up a shot on 
you. For the times you want a little more protection or want to 
increase the difficulty of headshots against enemy targets, shrink 
the heads down to the size of a softball. 


` Mark your misses with 
ï the red paint from the 
= Paintball cheat. 


Switch the Paintball cheat on 

1 and you can see every miss. 

Bullets still strike for normal 

_ damage, but if you miss, you 

see a paint splash rather 
than a slight indenkation: in the nearby wall. It’s more fun than 

For some fun with guns, try anything, but if you’re having trouble with your accuracy, the paint 

the Silly Hats option. Unlike splashes can help you zero in on an enemy. 

the other cheats, which can 


be used in Story mode, silly 

eS. hats only show up on the Fat Characters 
Ẹ Edit Slot. $ Remove Bot @ Back Custom selection under the 

Arcade maps. Enjoy the silly hats; just don’t pay too much attention 

to them or you'll forget about those deadly weapons lying about. 


Human Gun Sounds 


Silly Hats 


EVIE W-CODE ONLY 
Gove not represent final quality 


 BECOUMMENE Available Bot F You can only use the Silly 
Secon» aeee || Hats cheat in the Arcade 


HENCHMAN CORTE: 


eenz Custom mode. 


Bullets don't sound the same 
with the Human Gun Sounds. 


This cheat won't affect Normal enemies grow wider with the Fat Characters cheat. 
gameplay, unless you laugh 

too hard to concentrate. Everyone is a bigger target with the Fat Characters cheat. All your 
Rather than go with the enemies grow to double their width with the cheat, which means 
standard weapon sounds, the _juicier targets. On the flip side, you and your companion are in 


Human Gun Sounds does need of a diet, too, so return fire might strike more often. 
just what you expect—voices 


mimic the sound of gunfire to hilarious results. Each weapon gets a 
different sound, so leave it on until you’ve cycled through all the 
artillery. 
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Cardboard Characters 


À 


Everyone has only two dimensions with the Cardboard 
Characters cheat. 


law 


No you see them, now you don’t with the Cloak cheat. 


ae Da 


If you want to challenge your vision, opt for the All Character 

Cloaked cheat, which turns everyone invisible. You see a slight If you turn sideways, you disappear with this cheat. The Cardboard 
shimmer and outline as a character moves, but other than that, Characters cheat turns you into a two-dimensional cutout that has 
you must pretend you're fighting the TimeSplitters and use your height and width but no depth. From straight on, everything 

red reticle to find intended targets. appears normal, but as a character turns, his body begins to 


; disappear. Yet another cheat that makes it challenging to hit the 
Slow-Motion Deaths 


bad guys—and challenging for them to return fire at you. 


Rotating Heads 


Slow-Motion Deaths make you feel like you're in a 
Hollywood movie. 


= he 
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The Rotating Heads cheat is not for the squeamish. 


Slow-Motion Deaths doesn’t affect gameplay, 
but they do give you some dramatic footage 
as each enemy dies. Instead of the normal, 
real-time antics after a kill, this cheat slows 
everything down for you to view every 

twist, turn, and agonizing death move. The 
rest of the game continues on at normal 
speed, while the dead character looks like a 
man out of time. 


You might feel like you’ve stepped into The Exorcist as the upper 
portion of each character’s head rotates like a cranial top. The 
spin might look disturbing but doesn’t alter gameplay, unless 
you can’t take your eyes off the wild heads. 
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— INSIDE YOU WILL FIND: 


Region maps to help you locate bounty 


How to use all nine unique types of 
"Live" ammo, including Thudslugs, 


Chippunks, and Stunkz 


i Bounty-catching basics to help you 
T nail the outlaws 


‘Detailed strategies for capturing 
‘the bosses 
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Expert combat training 
and advanced tactics 
for single- and 
multiplayer battles 


Fucus Peale 
Time Assassins 
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Cheat Codes Revealed 
Xbox Live™ Online Tips 


Essential strategies for 
each time period 
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